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INTRODUCTION 

taieA ficum ^^ecicfvecL me tUve (kxudfij 
m m K ami tfve citi^ and camimjm^ and 
m m \y iAmnderfk. d3aidiA^^6. S^ate and tSve tandA 
amund. 3fie^ tfdnok. na (xmqe^^ cami tSve wand^ tfiea 
once did (once mx^ fotmiei^ nodhy ta the oen uoumA. 
3fve accampiufime^ men Aeem mAi^nipx^cmt 
fvere, (A^fve*^ cM laftftA mmin tike (Jiadom oi tke 
Sjoine tke ^qAA, 

3kem am mamj, taieA oi tke SfAne tSve ^oAd; 
tkem are timeA asSvejn 3 ^eel it ia more a ^arce tkan 
a mnge mountauiA — one needA anh^ ioxJk at 
tkem ta ^eei tkeir maiexJta and tkeir jarelence. Since 
mxj, amujndin^ an tke uattle^ieid in (kercwe ta 3emhuA, 
c9 koA^ kad mack time ta t^e^iect an cidaeA and 
(A^kat Ia noMe in (^e — in ^acty c9 kaxm ftiidte efAe 
ta accuj^ijy mx^ time tkan amie (dnce taking, mg 
jpxiAitiQjn kere in Sadkaaen. 3kuA, d koA ta come ta 
jpxxAA tkat adSwn tSuA ixiiame are mg writingA an 
Sadkaxmny 3ixxidakar, and tke tanoA around. One 
a^ tke iacai leaderAy Sircdkgar, koA gifted me tmtk 
Aome ai foA talcA and adcice, and 3 kaxm taken 
Aome foA cj^aoteA ta ^iil tke jpngeA a^ tkiA ixiiame 
— not cMy ^or mere c9 ta mcord oM ke AogA, iuA 
mjmMingA mauid ^iil anotker ixiiume. 3lanetkeieAAy 
tkere ia tke miAcLam a^ tke ^atlie^ieid in fdm, and 
foA mardA nng trae. 

Steed t§UA imiame; knom Ua magA a^ ^atiie and 
(kjoAlAy tacticA and maaemeut. Si/kataau y^ead kere 
mag keejx gaa ^ram deatfiA door. 3%e jputk ta 
cictorg (ieA in knaming gaar AtrengtkA... and ading 
tkem OA a kammer ogainAt gaur enemicA. 


gaa are dbeAjercing tken mag ^eiroA ^iank ^ 
^cuing gaa mken tke Hattie ia piined. 

— Svcrard, Trusted Su?ord, Order of tl^e ISrol^en ISlade 
Sasttlaven, Sleint, 1^81 DR, ttle %ar of i\\Q Cold Soul 
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BALDUR'S GATE & ICEWIND DALE 

Wken Baldur's Gate was released in 1998, it was met witk 
tremendous critical acclaim. It was okvious tkat many role-players 
enjoyed adventuring in tke world of tke Forgotten Realms, and 
now. Black Isle Studios krings you anotker title set in tke same 
world, a computer role-playing experience you may undertake 
eitker alone or witk your friends. Icewind Dale is an epic tkat puts 
tke fate of tke Forgotten Realms in your parties' kands — 
countless people depend on you, and it'll only ke tkrougk your 
klood and perseverance tkat tke Forgotten Realms may ke saved. 

Icewind Dale uses Bioware's Infinity engine, and many of tke 
meckanics descriked in tkis manual will ke familiar to tkose wko 
kave played Baldur's Gate and Tales of tke Sword Coast, if you 
wisk to refresk your knowledge of tke interface, feel free to tkumk 
tkrougk tke manual and read wkat you wisk. Tke notakle 
differences are tke spells section, tke world kackground, and tke 
small listing of arcane items at tke end. 
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HOWTO USE THIS MANUAL 

Tkis manual is intended as a reference guide for Icewind Dale, not 
sometking tkat needs to ke read from cover to cover. Refer to it 
wken you need to, or if you are confused akout a certain aspect of 
gameplay. (“Wkat is THACO? Anyone? ") Several takles and an 
index kave keen provided at tke end of tke kook to allow you to get 
tke information you need at a glance, and a quick reference card 
kas keen included in tke game kox. 

Tkis manual is divided into two parts. One is tke “Lexicon," wkick 
gives you tke information you need on ckaracter creation, 
interface, and running multiplayer games in Icewind Dale. It's tke 
nuts and kolts of tke game, and it kas everytking you need to get 
up and running. Tke second part, “Tke Spine of tke World," gives 
you information on tke area of Icewind Dale itself, tke Forgotten 
Realms world, and definitions of certain aspects of tke Advanced 
Dungeons & Dragons rules, wkick may ke new to some players. 

So witkout furtker ado, wrap your cloak around you and prepare 
for your journey into tke nortk... 


BLACK ISLE STUDIOS 


5 




THE LEXICON 


HOWTO INSTALL AND START PLAYING 

To install Icewind Dale, first insert tke CD-ROM lakeled Icewind 
Dale Disc 1 into your CD-ROM drive and follow tke on-screen 
instructions, if your Autorun is not enakled, click on tke icon 
representing your CD-ROM Drive under My Computer' from 
your desktop. Tkis will kring up a listing of tke files on Icewind 
Dale Disc 1. Find AUTORUN.EXE and doukle click to launck 
in install application. 

Press tke dnstalF kutton to kegin installing. 

After installing tke game, otker options will ke availakle on tke 
launck menu: 

Play. After you kave everytking set, click on tke Play kutton to 
kegin playing. After viewing tke logo and introduction movies, 
select Create Game" to go directly into Ckaracter Creation and 
kegin your adventure in tke Spine of tke World! 

To start playing again later, select tke Icewind Dale application 
from tke Black Isle Studios program group in your Start Menu. 

View Readme. Tke readme file contains last minute information 
and ckanges tkat could not ke printed in tkis manual. Please take 
tke time to view tke readme file if you are kaving any proklems 
witk tkis product. 

Uninstall. Wken you're ready, tke Uninstall option will remove 
Icewind Dale from your computer, except your saved games. 

Exit will close tke launck window. 
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HOW TO GET HELP 

TROUBLESHOOTING DOCUMENTS ONLINE! 

Interplay Entertainment Corp. Tecknical Support now offers troukleskooting 
guides witk complete installation and setup instructions as well as 
information tkat will kelp you overcome tke most common difficulties, if 
you kave access to tke World Wide Wek, you can find tkese at 
www.interplay.com/ support/. 

Here you will find troukleskooting information on as well as information 
on regular system maintenance and performance. 

DirectX www.interplay.com/ support/ directx/ 

Joysticks www.interplay.com/ support/joystick/ 

Modems and Networks www.interplay.com/support/modem/ 

(For game-specific information and additional trouLleskooting, visit our main page at 
www.interplay.com) 

If you Lave questions atout tke program, our Tecknical Support Department can kelp. Our wek 
site contains up-to-date information on tke most common difficulties witk our products, and tkis 
information is tke same as tkat used ky our product support tecknicians. We keep tke product 
support pages updated on a regular kasis, so please ckeck kere first for no-wait solutions: 

www.interplay.com/ support/ 

If you are unakle to find tke information you need on our wek site, please feel free to contact 
Tecknical Support via e-mail, pkone, fax, or letter. Please ke sure to include tke following 
information in your e-mail message, fax, or letter: 


• Title of Game 

• CD-ROM 1^ 

• Computer manufacturer 

• Mouse driver and version JU 

• Operating system (Windows 95, DOS 

• Joystick and game card (if any) ^ 

6.22, etc.) 

• A copy of tke CONFIG.SYS and 

• CPU type and speed in MHz 

AUTOEXEC.BAT files from your kard Jj* 

• Amount of RAM 

drive 


Sound card type and settings (address, 

IRQ, DMA) 

Video card 


A description of tke proklem you're 
kaving 


if you need to talk to someone immediately, call us at ( 949 ) 553-6678 Monday tkrougk Friday 
ketween 8:00AM-5:45PM, Pacific Standard Time witk 24 kours, 7 days a week support availakle 
tkrougk tke use of our automated wizard. Please kave tke akove information ready wken you 
call. Tkis will kelp us answer your question in tke skortest possikle time. Wken you call you will 
initially ke connected witk our automated wizard. For information pertaining to your specific 
title, press "1" on tke main menu and listen carefully to all prompts. All titles are listed 
alpkaketically. After you kave selected your title, tke most common difficult ies will ke listed, if 
tke difficulty you are kaving is not listed or you need additional assistance, you may press "0" on 
your games main menu, and you will ke transferred to a Tecknical Support representative. No 
kints or codes are availakle from tkis line. 

Interplay Entertainment Corp. Support Eax: (949) 252-2820 
Interplay Entertainment Corp. Tecknical Support 
16815 Von Karman Avenue • Irvine, CA 92606 

HOW TO REACH US ONLINE 

INTERNET E-MAIL: support@interplay .com 
WORLD WIDE WEB: www.interplay.com 
FTP: ftp. interplay .com 
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From kere, you will ke presented witk six empty ckaracter slots, eack witk a 
"Create Ckaracter" kutton. Eack of tkese slots allows you to create a krand- 
new ckaracter ky clicking on tke kutton. To create a krand-new ckaracter, 
follow tke steps listed in "Ckaracter Generation," kelow. 


STARTING OUT 

You can play Icewind Dale eitker solo (creating your own party) or 
multiplayer (adventuring witk one or more of your friends, witk eack of you 
controlling one or more ckaracters). Tke following directions regarding 
ckaracter creation and interface apply equally to kotk types of games, kut 
tke means of starting a single-player game and a multi-player game differ. 


>e presented witk 
game, make sure 
J^layer" (it skould 
be taken to tke Party 


Single player 

tke Main Menu screen, 
tke Game Mode at tke top 
ke ky default), tken select "C 
Formation Screen. 
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Unce you have created a character, the en 
ckaracter's name. You can remove a ckara 
tke 'Delete' kutton 
tie slot for anotker cka 


lot will he replaced with tJ 
»y clicking on tke name o; 
,e suk-menu tkat pops up, 


le ckaracter, tken on 
*oing so frees up 

you wisk to kack out oi tliis screen simply seleci 
lu kave createcl all tke ckaracters for your party, a 

or more information on tke Party Formation S 

Lulti-Player: For details on kow to start a multiplayer gi 
Lultiplayer section on page 34. 


'one when 


,cewm( 


jame, rei 


CHARACTER GENERATION 


lour tirst task m Icewind Uale is to create your party. When you start the 
game, you 11 ke presented witk tke following ckaracter creation screen. 
Follow tke steps kelow; at any point in tke process you may press ^^Cancel,’ 
and you 11 te asked if you wisk to return to tke main game screen, if you 
find tkat you don't like some of your ckoices and wisk to 'kack up,' simply 
at tke kottom left of tke screen. 


arrow 


GENDER 

Ckoose your ckaracter's sex, male or female. Tkis kas no effect on anytking 
otker tkan your portrait selection and your ckaracter's model in tke game. 
Wken you kave ckosen your gender, click on tke 'Done' kutton in tke 
kottom ri gkt of tk e screen. (You'll need to select 'Done' after every ckoice 
you make kelow.) 


PORTRAIT SELECTION 

Ckoose your ckaracter's portrait, if you want, you can import a customized 
picture of your ckaracter ratker tkan use one of tke ones provided. For 
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information on Low to customize your ckaracter’s portrait, sounds, kiograpky, 
and kekavior, see tke Ckaracter Record section on page 26. 

RACE 

Ckoose your ckaracter’s race, wketker kuman, elf, kalf-elf, dwarf, gnome or 
kalfling. Tke strengtks and weaknesses of eack one will ke descriked in tke 
text kox keneatk tke ckoice. Your race may affect certain dialogue ckoices 
in tke game as well as wkat class you can ke, so ckoose carefully, if you 
wisk furtker details on eack race, see ^^Races,^^ on page 64. 




CLASS 

Tke classes and class comkinations availakle to tke race you kave ckosen 
will ke kigkligkted. Ckoose tke class you want from tke list. Tke text kox 
keneatk tke selection kox contains descriptions of eack class. 

Multiclassed ckaracters are availa kle to non-kumans only and skare tke 
traits and restrictions of kotk classes. Human ckaracters can ckoose to 
kecome dual-class later in tke game. 

Dual-class ckaracters start tkeir adventuring life as one class and tken later 
switck to a different class. Wken tke ckaracter ckooses to switck classes, 
tke akilities of tke former class are unavailakle until tke ckaracter surpasses 
tke level of tkeir former class witk tke level of tkeir new class. At tkis time, 
tke akilities of kotk classes are availakle at tkeir current level. Tke ckaracter 
can never advance furtker in tke former class. Only kumans can ke dual- 
classed ckaracters. 

if you wisk furtker details on eack class, see “Classes,'' on page 65. 

ABILITY SCORES 

Six akility scores define your ckaracter: Strengtk (STR), Dexterity (DEX), 
Constitution (CON), Intelligence (INT), Wisdom (WIS),and Ckarisma 
(CHR). Tkey are listed on tkis screen witk tke values tke computer kas 
randomly determined for your ckaracter (tke values are calculated as if you 
rolled tkree 6-sided dice for eack akility, tken are adjusted, depending on 
your ckaracter's race )• Any class minimums will ke automatically selected for 
tke ckaracter for akilities tkat were too low (i.e. if tke ckaracter needs a 17 
ckarisma to ke a paladin, and tke computer rolled a 12, tken tke ckaracter 
will receive 17). You can suktract points from an akility to add to anotker; 
kowever, you cannot lower an akility kelow racial or class minimums. Tke 
text kox on tke kottom of tke screen descrikes eack akility. Reroll your 
akilities as many times as you want until you get a comkination you like. 

ALIGNMENT 

Alignment defines kow your ckaracter acts, wketker in a lawful or ckaotic 
manner, witk good or evil intentions - depending on your ckoice of class. 
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you may not te aLle to ckoose certain alignments (paladins must he lawful 
good, for example, and tkieves may not ke any lawful alignment, and so 
on). Hack alignment kas a caption descriking it in detail. Read over eack 
carefully kef ore ckoosing. 

3fvQAe^ (A^fva tum tfiem an t!kew awn natm^eA fuwm tfieniAeiaeA 

OA (A^ed OA otfietA — a of« cLoga nxit ujifiaid tfvew 

cdiqmyieiAJt, tfien tfiey. umi ioAG tfiG <^jiecial ciSilitieA tfi^ cIoaa. 


PROFICIENCIES 

Every ckaracter kas trained in a weapon during tkeir life; your weapons of 
preference are listed on tkis screen, eack one descriked in tke text kox on tke 
kottom of tke screen. Your class usually limits wkat weapons you can use and 
kow skilled you can kecome witk tke weapons you kave ckosen (mages, for 
example, don t kave a great weapon selection kecause tkey Ve keen nose deep 
in kooks most of tkeir life). As long as tkeir class permits use of tke weapon, 
a ckaracter can wield a weapon tkat tkey lack proficiency for, kut tkey will 
incur a penalty on all rolls witk tkat weapon. Wkile most classes only allow 
you to spend one point in eack weapon, figkters, paladins, and rangers are 
allowed to spend more tkan one. Every point akove one gives tkem a konus 
to tkeir attack rolls, damage rolls, and numker of attacks per round. 

Note, kowever, tkat only figkters can assign more tkan 2 points to a given 
proficiency. Rangers, paladins, and multi-classed figkters are all limited to 
2 points. Dual class figkters may only add points akove 2 if tkey are active 
in tke figkter class. 

THIEF ABILITIES 

if your ckaracter is a tkief (or a multiclassed ckaracter witk tkief akilities), 
you kave four tkief skills: Pickpocket, Open Locks, Eind Traps and 
Stealtk. Eack one is descriked in tke text kox on tke screen. You start out 
witk 30 points to allocate on your tkief skills, and 20 points every level 
after tke first. Keep in mind tkat your Dexterity and your race will affect 
tke starting levels in your tkief skills. 

SPELLS 

if your ckaracter is a wizard, priest, or druid (or a multiclassed wizard, 
priest or druid), you can ckoose a selection of first level spells you can start 
tke game witk. Consult tke Spells Section on page 76 if you want more 
details on tke spells you re ckoosing. 

RACIAL ENEMY 

Rangers kave a ^Kated enemy, a type of kumanoid or creature tkey kave 
dedicated tkeir lives to stopping. Wken attacking tkis creature tkey get a 
special konus. Rangers can pick from tke following creatures: Cadaverous 
Undead (gkouls, zomkies and wigkts). Giants, Goklins, Lizard Men, Ores, 


BLACK ISLE STUDIOS 


11 




SalamanJers (fire and frost), Skeletal Undead (skeletons, lickes). Spectral 
Undead (gkosts, skadows, wraitks, specters). Spiders, Umker Hulks and 
Yuan-Ti. 


APPEARANCE 

Ckoose tke colors tkat will appear on your ckaracter's model. Altkougk 
your kair and skin color are set in stone after you initially select tkem, tke 
colors of your clotking can ke ckanged on tke inventory screen over tke 
course of tke game. 

BIOGRAPHY 

Tkis kutton allows you to type in your ckaracter's personal kiograpky. You 
can ckoose to leave it klank. Tke kiograpky can ke accessed in tke game 
from tke "Customize" kutton in tke Ckaracter Record screen. 

NAME 

Last kut not least, name your ckaracter. Eitker click on tke kox or start 
typing your name. Wken you're done, press 'ENTER,' or click 'Done.' 

POLISHING OFF YOUR CHARACTER 

if you're satisfied witk tke ckaracter, click tke kutton marked 'Accept' at 
tke lower rigkt of tke screen, if not, just click on tke "up" arrow and 
kacktrack tkrougk your ckoices and make ones you're kappier witk. 

IMPORT 

Tkis kutton allows you to import ckaracters you kave already created into a 
new multiplayer or single-player game. 

STARTING GOLD 

Every ckaracter starts witk a nest egg, tkougk tke value varies according to 
tke ckaracter's class. Tke gold piece ranges include: 


Class 

Starting Gold 

Warrior 

50gp-200gp 

Wizard 

20gp-50gp 

Rogue 

20gp-120gp 

Priest 

30gp-180gp 


Multi-class ckaracters use tke class tkat gives tkem tke kest amount o fgold 
(i.e., a mag e/tkief starts witk 20gp-120gp). 
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THE INTERFACE 

Tkis section Jescrikes all tke functions of tke windows, kuttons and menus in 
tke Icewind Dale interface. Wkile many of tke features are self-evident wken 
you play, you may want to look over tkis section for some of tke finer points 
of tke interface to make exploring tke Spine of tke World a little easier. 

MOUSE BUTTONS 

LEFT-CLICK 

Left-clicking ('X-clicking”) tke mouse is tke equivalent of an “action'' kutton. 
It can perform tke following functions: 

Selects a ckaracter or a portrait (if a ckaracter or group was selected 
kefore, tkis ckaracter or group is unselected and tke new ckaracter is 
selected instead). 

if tke SHIFT key is keld down wkile L-clicking on various ckaracters 
on tke field or on tke portraits, multiple ckaracters are selected. 

if tke CONTROL key is keld down wkile L-clicking on unselected 
ckaracters, tke ckaracters will ke added to tke current ckaracter 
selection. 

Doukle clicking on a portrait centers tke view on tkat ckaracter. 

Pusk es kuttons — selects action for tke ckaracter: guard, talk, attack 
(click on weapon), etc. 

Casts spells and uses items once tkey kave keen selected. 

On terrain, walks selected ckaracter(s) to targeted location (note: use 
R-click to move in formation mode). 

L- click and drag on terrain or portraits — selects multiple ckaracters 
(creates dra ggaUe selection kox). 

Picks up items witk current selected ckaracter(s). if more tkan one 
ckaracter is selected, tke top-most portrait (tke “leader") walks over to 
and picks up tke item. 

L-click and drag on a portrait moves tkat portrait in tke group order 
— inserts into space ketween ckaracters you move portrait to. 

On tke clock pauses and unpauses tke game. 

RIGHT-CLICK 

Rigkt- clicking (“R-clicking") tke mouse kas a variety of functions, usually 
related to information, canceling actions, and formation control. Rigkt- 
clicking performs tke following functions: 

On a portrait krings up tkat ckaracter's Inventory Screen. 

♦ On an item or spell on inventory or spell page krings up tke 
appropriate Item or Spell properties screen. 
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Cancels current actions - eitker attacks or spell casting. 

On a monster or non-player ckaracter (NPC) or after clicking on a 
selected ckaracter plays selection sound for tkat ckaracter or monster. 

On terrain - selected ckaracter walks tkere in formation mode (R 
click and kold, and drag, rotates tke formation if more tkan one 
ckaracter is selected). 

On Quick Weapons, Quick Spells, Quick Items, and Group 
Formations slots allows for tke configuration of tke slot type. After 
R-clicking, tke current options for tkat quick slot will appear. You 
can select one for tke slot ky L-clicking on it. 

MOUSE MOVEMENT 

Tke main game area will scroll up, down, left or ri gkt if you move tke 
mouse to tke edge of tke screen, eitker in windowed or full screen mode. 
Tkis also occurs if you use tke numker pad arrow keys. 


THE MAIN INTERFACE 


LEFT MENU 
BUnONS: 


MAIN GAME AREA 



DIALOGUE WINDOW 


BOnOM MENU BUnONS 

(] 2 character buttons shown here - will display 9 
group buttons if a single character is selected) 
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MAIN GAME AREA 

Youll Le seeing tkis screen tke most wkile playing IcewinJ Dale. Tke 
mouse clicks and otker kuttons do tke following on tkis screen: 

L-click selects ckaracters; also, a L-click and Skift or L-click and Ctrl 
comkination will select or select/deselect multiple ckaracters; also, a 
click and drag on tke main game area causes a kox to ke drawn and 
any ckaracter inside will ke selected (tkis may ke used witk tke Skift 
key add to tke selected ckaracters, or Ctrl, to remove ckaracters). 

L-click gives commands (see kuttons, kelow) to tke selected 
ckaracter(s) . 

R-click cancels an action and also does formation rotation and 
movement wken a group is selected. (R-click and kold to rotate a 
formation.) 

Note tkat tke cursor ckanges wken moved over okjects or ckaracters 
or NPCs to indicate tke d efault action. Tke default action mode can 
ke ckanged ky L-clicking on tke kuttons at tke kottom of tke screen. 

Action Cursors 

Action cursors pop up wken you can perform certain actions, if a given 
cursor is selected it may ke ckanged ky clicking on a different action kutton, 
ky kitting ^^ESC, ^ or ky L-clicking an area wkere tke cursor kas no effect 
(e.g. a non-okject or tke interface korder). Casting spells is cancelled ky a 
R-click, or finisked ky a L-click on a creature or area (depending on tke 
type of spell). 

g Select: You can select tke oka.acte. 

B Move: You can walk on tkis point, if you can reack it (tkere may ke 
a door or otker okstacle in tke way). 

Blocked Location: You cannot walk on tkis point. 

Travel: if you move kere, you will leave tke map. 

m Doors: Opens or closes tke kigkligkted okject. 

G Enter: Walk tk rougk tke entry or kallway. 

a Stairs: Go up/down staircases. 

Pick up Item: Pick up an item. 

Attack: Attack a target creature you click on. 


Unlock: Use tkief skills to unlock a locked okject. 
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Remove Trap: Your tkief can try to remove tkis trap from tke 
kigkligkteJ area. 

Pickpocket: Your tkief can attempt to steal from tke selected ckaracter. 
Spell: You are going to cast a spell. 

Info: You can left-click on tkis area to receive information text akout it. 
Rotate Formation: You can rotate tke party's formation. 

Ckange Ord er: You can swap two ckaracters' position. 

Use Item: You can use tke kigkligkted okject (lever, switck, etc.) 


Tke Fo^ of War: Most actions cannot ke performed in areas tkat you 
cannot see. Every ckaracter can see a certain distance away from tkem, and 
anytking keyond tkat is called tke dog of war" (i.e., tke area is klacked-out' 
or gray-skaded). Tkis means your ckaracters cannot see around a kuilding 
until tkey move to tke corner, and tkat tkey cannot see tkrougk walls. 


BOTTOM MENU BUTTONS 

Unlike tke left and rigkt menu kuttons, tke kottom menu kuttons are not 
static. Tkey ckange depending on tke currently selected ckaracter and if 
more tkan one ckaracter is selected. Tke kuttons on tke kottom menu 
kreak down as follows: 

2 Action Buttons (F1-F2 kotkeys) 

Tke two left-most kuttons do tke following: 

O Guard/Protect: Protects eitker an area or anotker ckaracter. if 
tkis mode is selected, tke desired ground area is L-clicked, and 
tken tke cursor is dragged, a circle will appear; tkis represents 
tke area tkat will ke guarded. Tke ckaracter will move freely 
witkin tkis area kut will not leave it. He will respond to attacks kut will not 
leave tke guard/protect area until moved somewkere else or if told to 
guard/protect anotker area, if a ckaracter is selected to ke protected, tke 
ckaracter will ke followed and any creatures attacking tke ckaracter will ke 
attacked, if tke Guard/Protect mode is ckosen kut tk e cursor is not L- 
clicked and dragged, tke ckaracter will remain stationary and will not move, 
tkougk ke will respond to attacks. 

Dialogue: Tkis selects tke dialogue cursor, wkick will initiate 
dialogue if L-clicked on any friendly or neutral creature. 
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5 Cliaracter Buttons (F3-F7) 

Tke five micUle tuttons treak down according to class: 


C lass 


Slotl (F3) Slot2 (F4) Slots (F5) Slot4 (F6) 


Slots (F7) 


Fighter 


Quick Weapon 1 gk 

Quick Weapon 2 

rp 

Quick Weapon 3 

rp 


1 

Paladin 


Quick Weapon 1 

Quick Weapon 2 

'P 

Quick Weapon 3 

p 

■r 




Ranger 


Quick Weapon 1 

rp 

Quick Weapon 2 

^P 

Quick Weapon 3 

C. 

r 




Wizard 


Quick Weapon 1 




Quick Spell 





Cleric 


Quick Weapon 1 

w 

■r 

Turn Undead 


Quick Spell 





Druid 


Quick Weapon 1 

'P 

Quick Weapon 2 


Quick Spell 





Bard 


Quick Weapon 1 




Thieving 





Thief 


Quick Weapon 1 


Quick Weapon 2 

* k 

% p- 

Find Traps 



f. 

r 


FighterAhief 


Quick Weapon 1 

'p 

Quick Weapon 2 

m k 

4 p- 

Find Traps 



t 

r 


Fighter/Cleric 


Quick Weapon 1 

rp 

Quick Weapon 2 

f 

Turn Undead 





Fighter/Wizard 


Quick Weapon 1 

^P 

Quick Weapon 2 


Quick Spell 





WizardAhief 


Quick Weapon 1 

m k. 
' P- 



Thieving 

t 

r 




ClericAVizard 


Quick Weapon 1 

W 

■r 



Quick Spell 





ClericAhief 


Quick Weapon 1 

m k 

, p. 



Thieving 

t 

r 




Fighter/Druid 


Quick Weapon 1 

Fp 

Quick Weapon 2 


Quick Spell 





Cleric/Ranger 


Quick Weapon 1 

P 

■r 

Turn Undead 

C. 

r 

Stealth 





FighterAVizard/Cleric 


Quick Weapon 1 

rp 

Quick Weapon 2 

m 

> 

Turn Undeod 





FighterAVizardAhief 


Quick Weapon 1 

* k 

m p- 




i. 

r 





£ 


Quick Weapon: Tkese slots correspond to tke quick weapon slots on 
tke inventory page. Load a weapon into tkese s lots (R -click to ckoose 
tkat weapon) and it will appear in tke relevant slots kere. 

Find Traps: Tk is is a mode tkat tkieves can ckoose; tkey will 
continue to look for traps wkile it is active, if an action otker tkan 
movement is selected for tkat ckaracter, tkis mode ends. 

Tkievin^: Tkis includes pick pockets, open locks, and remove traps, 
depending on tke target ckosen. 

Stealtk: Tkieves can ckoose tkis mode, and if successful tkey kecome 
almost invisikle. Tke next attack of tke tkief, if successful, is a 
kackstak, and tkis will cause eitker doukle, triple, or quadruple 
damage depending on tke level of tke tkief. Moving into tke ligkt or 
launcking an attack can cause tke kide to fail. 

Turn Undead: Tkis is a mode tkat clerics can ckoose (tke cleric 
persists in turning undead until an action otker tkan movement is 
se lected). Cl erics in tkis mode will attempt to ^^turn^^ undead creatures 
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(if successful tke unJead run away for a time, or may ke destroyed if 
tke cleric is powerful enougk). Evil clerics using tkis akility may 
actually ke akle to gain control over some undead creatures. 

S Cast Spells: Availakle to clerics and wizards. It pulls up tke 

memorized spell list of tke cleric or wizard and tke cleric or wizard 
can cast a spell from tkis list. 

. Quick Spells: Tk ese are configured ky R-clicking on tke Q nick 

Spell slot - tk is krings up a list of all currently memorized spells. 
Once configured, tke spell is ready for use at tke pusk of tke 
appropriate kutton or ky L-clicking on tkat slot. 

e l Bard Son^: Tkis is possikle ky Bards — tke kard ckaracter will 
LiH kegin playing a song, wkick continues until any action otker tkan 


Lid kegin playing a song, wkick continues until any action otker tkan 
movement is selected for tkat kard. Wkile tke song is playing, tke 
party morale and luck is kigker. (Luck decreases attack rolls and 
damage caused ky enemies). 

4 Item kuttons (F8-11) 

|r Use Item: if L -clicked, allows you to use any item witk usakle 
IbbI properties tkat you are wearing. 

S Quick Item (x3): You may ready any item in tke personal inventory 
for quick use ky R-clicking on any of tkese tkree slots and selecting 
from all items keld personally to configure tkat slot (muck as per Use 
Item). Tk is is analogous to tke usage of quick spells, if an item is 
used up or dropped or traded it must ke removed from tke quick item 
slot(s). if using an item causes a spell to ke cast wkick must ke used 
on a ckaracter or monster or terrain, tke cursor will ckange 
accordingly and you must L-click on tke target to use tke item. 
R-clicking will cancel use. 

Weapons witk magical powers can kave tkeir magic powers configured 
in tke quick items slots, kut not tke quick weapons slots ( only 
weapons witk pkysical attacks go into tke quick weapon slots). 

special Akilities kutton (Fl2) 

Some classes, suck as paladins and druids, kave special akilities. 
Clicking on tkis kutton krings up a ckaracter's special akilities: 

Disease: Paladins kave tke akility to cure disease once per day. 
Ibh Tkis is identical to tke 3rd level priest spell. Cure Disease. 

Lay Hands : Palad ins can magically keal a target of tkeir ckoice. 
“Laying on Hands'' keals 2 kp per level once per day. 
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Sliapeclian^e: Tkis is possikle ky kigk-level druids (level 7). Tk is y j 

hI allows tkem to turn into a polar kear, winter wolf, or koring keetle.. ' ; , ' ^ 

' ■ ■ T 

BOTTOM MENU GROUP BUTTONS \ - V 

Wken more tkan one ckaracter is selected, you get a new set of kuttons **^ *’“ * ^ ^ 

along tke kottom of tke screen: ^ ^ ^ 

Guard/Protect, Dialogue, and Attack are analogous to tke kuttons for a M*- ' ^ ' 3 

single selected ckaracter. , . a 


moM Stop: Stops all current party actions. 

Quick Formation kuttons: Formations form in tke same order as top 

down on tke ckaracter portraits kar (top ckaracter is 

# 1 in formation, and down tke list) . if less tkan 
six ckaracters are selected, tkey will form up to tke 
numker of ckaracters selected, filling in tke first, second, tkird, etc. 
formation slots until done. Formation movement is accomplisked ky R- 
clicking and kolding (for rotation of tke formation), or L-clicking, kotk 
only wken a group is selected. 

Quick formations work analogously to quick spells, quick weapons or quick 
items. Tkey allow for real-time tactical comkat: pull your mage into tke 
middle of your party, or advance your figkters to tke front quickly ky using 
tke formations. Tke quick formation slots are configured via a R-click 
wkick krings up all availakle formations; L-click selects one as tke 
formation for tkat quick formation slot. L-click suksequently on tkat 
kutton selects tke current party formation. Movement into formations is 
tken ackieved ky L-clicking tke terrain in tke game, or ky R-clicking and 
kolding, to rotate tke formation. 


RIGHT MENU BUTTONS 

On tke kottom rigkt side of tke menu are tke following kuttons: 

Select All: Selects or unselects all six ckaracters. 

AI on/off: Tur ns a ckaracter’s (or group of ckaracter’s) AI on or off. 
Ckaracters witk AI turned off will not react to tkeir environment 
unless manually controlled and will not move or otkerwise do 
anytking unless dictated ky tkeir unmodifiakle section of script (tke 
portion tkat players are unakle to ckange, representing tke personality 
of tkat ckaracter). 

Rest: wken you select tke Rest kutton on tke world screen, you're 
entire party will rest until everyone is at full liealtk. wken you 
select tke Rest kutton on any otker screen, you will ke presented witk 
tkree options: normal Rest (8 kours). Rest Until Healed (rest until 
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everyone is at full kealtk) and Cancel. Wken you select Rest or Rest 
Until Healed and confirm, time will pass in tke game, and your 
ckaracters will keal and regain tkeir spells. Keep in mind tkat resting is 
normally allowed only in inns, outdoor areas (provided all tke monsters 
in tke vicinity or on tke map kave keen slain), or witk permission from 
a local resident. It is possikle tkat you will ke attacked wkile resting in 
certain areas if a group of wandering monsters ckances upon your party. 

Ckaracter Portraits: Tke ckaracter portraits select tkat ckaracter 
if L-clicked upon; if R -clicked, tkey kring up tke inventory page for 
tkat ckaracter. 

Ckaracter Portrait Status: Tke colors of tke ckaracter portraits indicate 
if tkey are keing attacked or taking damage from poison (flasking red), or 
dead (darker gray). Damage to tke ckaracter is represented on tke ckaracter 
portrait as a red kar (i.e. tke portion of tke portrait tkat is tke normal color 
is tke portion of kit points still remaining to tke ckaracter) . if you move your 
cursor over tke portrait of a ckaracter, tke kit point total and tke name of 
tkat ckaracter will appear. In addition, tkere is a default kot -key command 
tkat displays tke party's current kealtk and maximum kealtk, just ky pressing 
tke key. Tke current kealtk/max kealtk appears on tke ckaracter portraits 
in tke game. Ckaracter portraits will also display status icons (if your 
ckaracter is Ckarmed, Held, etc.) as well as tke level up icon if one of your 
ckaracters kas enougk experience to advance to tke next level. 

Ckaracter Portrait Order: To ckange tke order of ckaracters in your 
party, drag and drop tkeir ckaracter portraits to exckange tkem in tke party 
order. For example, to switck tke order of ^Ukarl’^ and left- click 

on Ckarl, kold d own tke mouse kutton, tken move tke cursor over Ckar2. 
Release tke mouse kutton and Ckarl and Ckar2 skould switck places. 


Return to Game 
Q| Map 

Journal 
Inventory 
Ckaracter Record 


LEFT MENU BUTTONS 

Tke kuttons down tke left side of tke interface give you direct access to tke 
various interface screens in tke game. Tke kuttons are as follows: 

Ma^e Spell Book 

Priest Scroll 

Options 

Party Formation/ 

Ckaracter Arkitration 




Back of tkese kuttons takes you directly to tke interface screen for tke 
ckaracter selected, if tke entire party is selected, tke appropriate screen for 
tke party leader will come up. 


ICEWIND DALE^^ 





□ Tkis picture represents tke passage of time in tke game. L clicking 
on tkis kutton kas tke same effect as pressing tke space kar — it 
will pause and unpause tke game. 

TOOL TIPS 

^^Tool Tips” are tke small information windows tkat pop up wkenever you 
leave your mouse cursor over any okject in tke game for a period of time 
(including kuttons, ckaracters, items, signs, and so on). Tke time it takes 
tke tool tip to pop up is set in tke options; to kring up tke Tool Tips 
instantly, press tke ''Tak'' kutton. 

DIALOGUE WINDOW 

Youll ke speaking to a numker of people in Icewind Dale over tke course of 
tke game. To initiate dialogue, simply left-click on tke dialogue action kutton, 
tken select tke person you want to speak to. You cannot speak to anyone witk 
a red circle (tke red circle means tkeyTe kostile and don’t want to talk to you). 

Dialogue occurs witk tke selected ckaracter only; ckanging tke ckaracter 
wko is kaving tke dialogue is not possikle until dialogue is exited and 
restarted witk a new ckaracter selected, if multiple ckaracters are selected, 
tke top-most selected ckaracter (in tke portraits on tke ri gkt side of tke 
screen) is tke one wko initiates tke dialogue. 

Tkere are tkree sizes to tke dialogue window: small, medium and large, wkick 
can ke adjusted witk tke side kuttons. Tke small and medium sizes may ke 
expanded to tke large size during game play ky L-clicking tke small ^Tp” 
kutton at tke ri gkt side of tke dialogue window. Tkere is a scroll kar at tke 
rigkt of tke dialogue window tkat may ke used to scroll up or down in tke 
dialogue queue. 

Wken you speak to someone, you will ke presented witk a list of numkered 
options for wkat to say in red. You can eitker L-click on wkat you want to 
say from tke list, or kit tke numker of tke response you want to ckoose. 
Keep in mind tkat your options can vary depending on your ckaracter’s 
statistics (Intelligence, Ckarisma), tkeir class, and tkeir race. Wken more 
text scrolls up in tke window tkan can ke read at once, or wken dialogue is 
paused to give you a ckance to read tke text, you can L-click anywkere in 
tke dialogue window to view more text. Tke text tkat kas keen already read 
can ke reviewed witk tke scroll arrows on tke ri gk (up or down). 

During dialogue tke ckaracter wko is talking kas kis portrait kigkligkted and 
will flask in tke main game area. Tke NPC keing spoken to will also flask. 

Keep in mind tkat tkere are points in tke game wkere even a ckaracter wko 
is kidden or invisikle will still ke seen and spoken to in order to allow tke 
advancement of tke plot. 
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STORES, INNS, TAVERNS, AND TEMPLES 

All tke stores in IcewinJ Dale use a similar interface for tke kuying and 
selling of goods, information, and services. Wken you speak to tke owner of 
a store, a panel will replace tke kottom portion of tke screen witk kuttons 
for tke various services offered. Tkese services include: 


Rent Rooms: Inns usually kave four different types of rooms tkat 
tke player can use to rest at nigkt, ranging from peasant rooms to 
nokleman s lodgings. Tke more expensive tke room, tke more youll 
keal wkile you rest. 

Buying and Selling: Tk is screen is kroken into a Buy window and a 
Sell window. Items tke store offers are skown in tke Buy window. 
Items from tke ckaracter s inventory are skown in tke Sell window. 

To kuy an item, L-click on it in tke Buy window. Tke item icon will 
kecome kigkligkted, kut will not ke purckased until you L-click ''Buy'' 
at tke kottom of tke window. You may select multiple items and tke 
total for all selected items will Le skown next to tke ‘'Buy” kutton. 

Tke Sell window works tke same way, altkougk tke skopkeeper may 
not want to kuy tke items in your inventory (unwanted items are 
gray-skaded). Items unusakle ky tke ckaracter are skaded red. 

Note tkat prices in stores can vary according to tke Ckarisma of tke 
kuying or selling ckaracter, and it can also vary kased on kow many 
items of a particular type tke store already carries. (if Pomak in 
Pomak's Emporium already kas fifty goklin kattle axes, and you kring 
kim anotker, tken ckances are, you won't get top dollar for it.) 

Drinks and Rumors: Bartenders and innkeepers are good for kuying 
drinks and catcking up on tke local gossip. Items offered at a kar vary 
from expensive liquors to ckeap ales. Upon ordering a drink, tke 
proprietor may skare rumors ke kas keard lately. Be careful, kowever, 
as your ckaracters can kecome intoxicated if tkey drink too muck and 
tke kartender won't kesitate to cut you off. 

Steal: Tkieves can attempt to steal items from a store. Tke Steal 
screen works tke same as Buying and Selling, except tkat no gold is 
exckanged. Wken an item is selected to ke stolen, tke tkief's skills are 
ckecked - if successful, tke item is added to tke tkief's inventory; if 
unsuccessful, prepare for tke guards to come kusting in. 

Donate: You can donate money at a temple ky selecting tkis option. 
Wken you donate, you may kear a rumor from tke priest, and tke party's 
reputation may ke increased depending on tke amount of gold donated. 

Purckase Healing: Temples usually offer kealing services for a price. 
A menu will appear skowing tke services offered and tke price. Select 
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wisn to receive am 


tie cnaracter 


hops and 1 emples can usually identity more i 
:ers, at a cost of 100 gold, if you cannot selec 
tken tke proprietor cannot identify tke item 


Certain items and containers can be picked up or opened; tbese are 
identified witk a klue kigkligkt wken you move tke cursor over tkem. L- 
click will allow you to open a container, and a new panel will appear at tke 
kottom of tke screen. Tke left side of tke panel skows tke items tkat are on 
tke ground or in tke container and tke rigkt side is a small portion of tke 
selected ckaracter s inventory. Clicking on items on tke left side of tke 
panel moves tke items from tke ground or container into tke ckaracter's 
inventory, if tke ckaracter's inventory is full, tke item will not ke 
transferred. 


1 ms process can be reversed. Items can be moved 
inventory into a container or onto tke ground ky 
rigkt side of tkis panel. 

Note tkat items added to a ckaracter' s inventory ^ 
witk otkers of tke same kind. 


ke selected ckaracter(s) are 
kaven't are dark. Tk 
ky dots. 


irings up 


L-cbckmg me map 
on. Areas tkat kave 
ckaracter(s) current 

World Map 

Clicking on tke WorU kutton ( 
tke appropriate 


leen visi 
osition( 


areas 


Lown on 


on tke Area Map krings up tke World Map. 

I map skows your ckaracters' current location, 


m icon 
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Usually only tke areas visited tkus far on tke world map will ke skown. 
Note tkat you cannot travel ketween areas unless you eitker know akout 
tkem or you kave traveled to tke edge of tke current area and krougkt up 
tke world map witk tke ^^TraveP’ icon. To move to anotker area, kigkligkt 
tke area and click on it. 

Note tkat your World Map will occasionally ke updated tkrougk dialogue 
and events in Icewind Dale, allowing you to access more areas. 



JOURNAL 


Tke journal is a diary of your adventures. It 11 automatically make notes of 
important people, plot points, quests and tke completion of quests so you 
can refer to tkem later. 



Tne inventory page can be accessed by L-( 
tke left of tke screen or ky R-clicking a C 
inventory will ke skown witk eitker a red c 
usakle ky tke ckaracters kolding tke item, 
kave not yet keen identified. Items witk a 
lentified. 

Quick Weapon Slots 


leen r 


Character Name 


Ammunition 


Character _ 
Appearance 


■ Personal 
Inventory 




B 


1 

* 

I 

i ri # 


Tke middle of tke screen is taken up ky tke ''Paper Doll'' representation of 
tke ckaracter. Along tke kottom of tke screen is tke ckaracter s personal 
inventory and encumkrance. Items can ke dragged and dropped to ke 
equipped on tke Paper Doll, or dragged and dropped onto otker ckaracters' 
portraits to give tke item to anotker ckaracter. 

Stackakle items can ke unstacked ky doukle L-clicking on tke item. 
Unstacked items can ke stacked ky dragging and dropping tkem on top of 
eack otker. 
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Items placed in tke ''Ground’' slots will ke dropped at tke ckaracter’s feet 
and can ke picked up from tke main game area. 

Tke group pool of gold is skown on tkis page as well. 

E ncumkr ance 

Back ckaracter can carry only a certain amount of weigkt, determined ky 
tkeir Strengtk. Exceeding tkis weigkt causes tke ckaracter to move slower 
or stop completely depending on kow overloaded tkey are. Tke ckaracter’ s 
current weigkt load is skown next to tke Personal Inventory. 

Tke Pap er Doll Inventory: Equipped Items 

Tkere are 16 distinct areas in tke equipped items section: kelm, armor, kracers, 
cloak, amulet, L ring, R ring, gauntlets, koots, up to 4 weapons (R kand, 
from wkick tke quick attacks are ckosen), tke quiver (of up to 3 sets of 
ammunition), and tke skidd slot (L kand). 

Quic k Weap on Slots 

Tke weapons put into tke quick weapon slots determine tke quick attacks 
availakle (tkese slots are like a kandolier of weapons availakle - for a mage, 
tkis could kold a dagger, for a figkter it could ke a crusking weapon to use 
against undead, a kow for distant encounters and a skarp edged weapon for 
close comkat) . Wken a new weapon is put into tke weapon slots on tke 
inventory page, it generates a default quick attack in tke quick attack 
kutton for tkis ckaracter at tke kottom of tke main interface screen. 

Only one kow or crosskow may ke equipped at a time. Botk kolts and 
arrows may ke in tke quiver kut only tkose usakle ky tke current equipped 
weapon appear as quick attack ckoices on tke main interface screen. 

A skidd may ke equipped only if no 2-kanded weapons are present in tke 
weapon slots, if a 2-kanded weapon is in one of tkese slots, tke s kielJ is 
not equipakle and a message to tkis effect appears in tke inventory message 
line: "Cannot equip (2-kanded weapon in use).’ ” A similar message is 
displayed if a skidd is equipped and tke player tries to move a 2-kanded 
weapon into one of tke 4 weapon slots: "Cannot equip (skidd in use).” 

Quid? Item Slots 

Tkese slots represent miscellaneous items tkat are kept at tke ready 
(potions, for example). Tkese items can ke accessed easily during comkat 
(similar to "Quick Weapons ” akove). Healing potions are great candidates 
for tkese slots. 

Personal Inventory 

Tkis is your "kackpack.” You can carry only 16 different items or stacks of 
items, regardless of your encumkrance. 


1 ^ 
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Items Property Pa^e 

if an item is R-clicked upon, tke view ckanges to tke Items Property page. 
Tkis page contains tke item’s icon, description and picture. Ckaracters witk 
kigk ^Xore” akilities can automatically identify certain magical items, if tke 
item is currently unidentified, tkere will ke a kutton to allow you to try to 
magically identify it witk a scroll or a spell. Potions may ke drunk from tkis 
page, if tke item is a scroll, wizards will kave tke opportunity to try to 
'Write Magic’ and add tke scroll spell to tkeir spell kook. Certain magical 
items may even kave special "Akilities” tkat can ke accessed from tkis page 
— including tke akility to configure tke item’s magical powers. 

Ckaracter Appearance 

Clicking on tke colored koxes will allow you to pick from a palette of colors for 
your ckaracter to use for clotking colors. You can ckange tkese at any time. 

Rest 

L-click on tkis kutton to rest your ckaracters. Some areas are ketter suited 
for resting tkan otkers, so select your campsite carefully. Resting is normally 
allowed only in inns, outdoor areas (provi cfecl all tke monsters in tke vicinity 
or on tke map kave keen slain), or witk permission from a local resident. 

CHARACTE 


Tke ckaracter record 
selected ckaracter. 


Dual- Class 

Tkis page is availakle to kuman ckaracters only — after 2nd level you can 
convert a ckaracter to dual-class. 


Wken you ckoose dual-class, a new 
can ckoose tke ckaracter’s new class 


interface screen will come up wkere you 
. Paladins and kards are not allowed to 
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dual-class. Tke ckaracter must meet tke minimum requirements for tke 
new class in all areas, including statistics and alignment. Tke ckaracter must 
kave at least a 15 in all tke prime requisites of kis first class, and 17 in 
tkose of tke second class. 

Tke dual-class page is similar to tke ckaracter generation page — making a 
ckaracter dual-classed is almost like starting a ckaracter over. As a new 
dual-classed ckaracter, tke ckaracter starts witk only tke Ist-level akilities 
and restrictions of kis new class, tkougk ke retains kis kit point total from 
kis prior class. 

AJfter a ckaracter kecomes dual-classed, ke can only use tke akilities of kis 
new class until ke surpasses tke level of kis original class, at wkick point ke 
can freely use tke akilities of eitker class. No furtker advancement is ever 
allowed in tke first class, all furtker development is in tke new class. 

Level Up 

Tkis kutton is dimmed until tke ckaracter gains enougk experience points 
to gain a level. Wken tke player clicks tke 'Uevel-Up'' kutton, a level up 
screen will ke skown. All ckanges to tke ckaracter skeet are ki gkligkeJ. 

For a tkief or kard, tke player must distrikute new tkief skill points. A new 
proficiency slot requires a player to ckoose a weapon proficiency. 

Information 

Tkis page allows you to compare kow tke ckaracters in your party are 
playing, including stats suck as Aumker of kills’ and Tavorite weapon.’ 

Customize 

Tkis page allows you to ckange a ckaracter’s appearance, voice, kiograpky, 
clotking colors, or scripts (tke computer code tkat controls kekaviors/ 
reactions to situations). 

Custom Portraits: Tke measurements for player portraits are 36x58 
pixels for tke small ones (8-kit color only) and 110x170 pixels for tke large 
ones. Put tkese in tke Portraits directory (in tke install directory for tke 
game) and add an S to tke end of tke small portrait name and an L to tke 
end of tke large portrait. Tke names must ke 1-7 letters long, maximum. 

For example: 

XXXXXXXS.kmp for small (36x58, 8-kit) 

XXXXXXXL.kmp for large (110x170, 24-kit) 

For multiplayer, eack player must kave a copy of tke portraits; otkerwise 
tkey will see a klank icon wkere tke otker player’s custom portraits would ke. 

Custom Sound: if you want your ckaracter to kave customized sounds, 
tke following is a list of tke WAV files required to create custom sound 
personality sets. In tke 'Sounds’ folder located in tke directory in wkick 
Icewind Dale is installed in, you will need to create a sukdirectory tkat is 
used to store your new ckaracter personality. Tke new folder can ke up 
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to 32 ckaracters in lengtk. Tkis folder will ke displayed in tke game as 
one of tke voice set options. Below is a listing of all tke required voice 
sounds tkat are needed in tkat new sukdirectory. Replace tke xxxxx witk 
a unique name tkat would not ke used in otker sukdirectories. For 
example, mysndOl, mysnd02, etc. As long as tke xxxxx is unique, tke 
voice sounds will skow up and work properly witk Icewind Dale. 

All of tke sound files must ke 22 kHz, 1 6-kit , mono WAV files. 


xxxxxO 1 .wav: 
xxxxx02 .wav: 
xxxxx03.wav: 
xxxxx04.wav: 
xxxxx05.wav: 
xxxxx06.wav: 
xxxxx07.wav: 
xxxxx08.wav: 
xxxxx09.wav: 
xxxxxl0.wav: 
xxxxxl 1 .wav: 
xxxxxl2.wav: 
xxxxxl3.wav: 
xxxxxl4.wav: 
xxxxxl5.wav: 
xxxxxl6.wav: 
xxxxxl 7 .wav: 
xxxxxl8.wav: 
xxxxxi 9 .wav: 
xxxxx20.wav: 
xxxxx2 1 .wav: 


Morale Failure 1 
Morale Failure 2 
Battle Cry 1 
Battle Cry 2 
Battle Cry 3 
Battle Cry 4 
Battle Cry 5 
Becoming Leader 1 
Becoming Leader 2 
Tired 1 
Tired 2 
Bored 1 
Bored 2 
Hurt 1 
Hurt 2 

Selected Common 1 
Selected Common 2 
Selected Common 3 
Selected Common 4 
Selected Common 5 
Selected Common 6 


xxxxx22 .wav: Selected C ommon 7 
xxxxx23.wav: Selected Action 1 
xxxxx24.wav: Selected Action 2 
xxxxx25.wav: Selected Action 3 
xxxxx26.wav: Selected Action 4 
xxxxx27.wav: Selected Action 5 
xxxxx28.wav: Selected Action 6 
xxxxx29.wav: Selected Action 7 
xxxxx30.wav: Selected Rare 1 
xxxxx31.wav: Selected Rare 2 
xxxxx32.wav: Selected Rare 3 
xxxxx33.wav: Selected Rare 4 
xxxxx34.wav: Being kit 1 
xxxxx35.wav: Being kit 2 
xxxxx36.wav: Being kit 3 
xxxxx37.wav: Dying 1 
xxxxx38.wav: Dying 2 

xxxxx39.wav: Reaction to 
partymemker dying 1 

xxxxx40.wav: Reaction to 
partymemker dying 2 


Custom Bio^rapky: You can customize your ckaracter's kiograpky 
witk tke customize kutton. Simply click on tke text and edit it. You can 
also ckoose to export tke file and skare it witk otkers. See tke readme 
file for more details. 

AI Scripting: For information on creating custom AI scripts please read 
tke ScriptCompiler.doc located in tke ScriptCompiler Directory located 
on CD 1. You can read tkis file using eitker Microsoft Word or WordPad. 

Export 

Tkis allows you to save tke ckaracter’s file to your computer for use in 
otker games of Icewind Dale. Tke ckaracter’s current status will ke saved, 
including kit points, experience points, level, class, inventory, etc. 
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Output Text File 

Clicking tkis kutton will cause your ckaracter's statistics to ke outputted to 
a text file. Tke text file name will ke tke same name as your ckaracter. Tke 
text file will go into tke directory of your current save game, or, if you 
kaven't saved your game yet (you've just started a new game, for example), 
tken it will go into tke "Default" folder under saved games. 




MAGE AND PRIEST SPELL SCREENS 


Tkese screens 

Tke spells your 
on a spell 
memorize a 
“memorized 
kas a ckance to 


remains suadei 
(^See 


if you R-click 
ption. To 
ft in tke 


lert m tue 

and unusakle) until tke ckaracter 


tke Rest kutton on page 19). Spells can on lyke 
cast wken tkey are memorized. 

Tke memorized spells of tke wizard or priest are skown on tke left. Every 
time tke spell caster sleeps ke will memorize tke spells in tkis area, allowing 
tkem to ke cast, if tke memorized spell area is full and you want to 
memorize a different spell, L- click on tke spell, and it will vanisk. 
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Tkis screen allows you to ckange your party configuration (it is also calle dtke 
Ckaracter Arkitration screen in multiplayer, see page 34 for details of kow 
tkis screen works in multiplayer). On tkis screen you can delete ckaracters, 
import new ckaracters, or in multiplayer games, ckange tke permissions for 
eack ckaracter. Back created ckaracter is identified ky name. By clicking on 
tke name (or on tke empty kox) a suk-menu pops up tkat will allow you to 
eitker delete (if tkere is a ckaracter already in tke slot) or create a new ckaracter 
(if tke slot is empty) . if you delete a ckaracter, tkey are gone and lost forever. 

Importing a new ckaracter is done ky selecting 'Create’ and going tkrougk 
tke ckaracter generation screen, if you ckoose to import a ckaracter into 
Icewind Dale, tke ckaracter will start at first level. 

OPTIONS SCREEN 

Save, Load, and Quit: 

Tkese kuttons allow you to save games to your kard disk, discard your 
current game and load a previously saved game, and quit to tke main menu. 


Grapkics: 

Brightness/Contrast adjusts tke krigktness i 


id contrast of tke display. 


Color Depth toggles your display ketween 16, 24, or 32 kit color. Tke 
otker grapkic options on tkis page skould ke used only if Icewind Dale is 
not displaying correctly on your system. Please refer to tke Readme file for 
tke latest information on kow to correct any display errors. 

Static Animations: Tkis option toggles tke kackground animations in tke 
game. Turning tkem off will improve performance. 

Translucencies: Tkis option toggles translucencies on and off. Certain 
gkosts and skadows are translucent, kut tkey will ke made solid wken tkis 
toggle is on. Spell effects will not ke translucent, kut tkis skould improve 
performance on slower mackines. 
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Transparent Shadows: Tkis option enakles transparent skaJows ke 
tke ckaracters. Disakle tkis option to increase game performance. 


atk 


Sound: 

Tkis menu allows you to adjust tke volumes of various sounds in tke game 
independently. 

Select Sou nJs toggle some specific sound effects on/off and set tke frequency 
wkick your ckaracters verkally respond to your orders. 

Environmental Audio: Tkis option uses tke Creative® Environmental 
Audio™ tecknology to increase tke realism of your audio environment. 

You must kave a sound card witk EAX™ tecknology to enakle tkis option. 
(E.g. SBLive.) 

Gameplay: 

Tool Tip Delay adjusts kow quickly tke Windows Tool-Tip pop-up kelp 
appears. Tke left of tke slider is tke kriefest period of time. Note: You can 
always make tke tool tip appear instantly ky kitting tke ^^Tak^’ key. 

Mouse Scroll Speed adjusts kow quickly tke screen scrolls across tke game 
world wken tke mouse is at tke edge of tke screen. 

Keyboard Scroll Speed adjusts kow quickly tke screen scrolls across tke 
game world wken tke numker pad arrow keys are used. 

Difficulty adjusts tke game's difficulty. Note: Tkere is an experience point 
penalty for reducing tke difficulty of tke game kelow neutral. Tkere is not a 
konus for playing more difficult games. 

Dither Always: Allows your ckaracters to ditker tkrougk okstacles tkat 
would normally okscure tkem. 

Group Infravision: Enakles infravision if any ckaracter in tke selected 
group kas tke infravision akility. 

Weather: Disakle tkis to remove all weatker effects. Tkis may improve 
performance on some lower end mackines. 

Max HP/Level: Tkis toggles tke random roll for kit points for level 
increases on and off. if tkis is on, tken tke ckaracter always receives 
maximum kit points wken leveling up. if tkis is off, tken extra kit points 
are determined randomly wken tke ckaracter levels up. 

Gore: Tkis tog gles on/o ff tke klood and 'excessive' damage and deatk 
animations in tke game. 

Feedback modifies tke frequency tkat markers and locators appear in tke 
game, and turns on and off tke various messages tkat come up during tke 
game. Note tkat you can ask tke game to display tke 'to-kit' rolls in your 
Eeedkack settings (for explanation of tke 'to kit' roll, see Comkat on page 57). 


1 ^ 
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Wken it does, it will display tke rolls on eack attack in tke dialogue window 
in tke following format: 

X + Y = Z X = kase to kit 

Y = any +'s to kit 
Z = total to kit roll 

Y is tke total non-ckaracter related konuses/penalties. Tkese include spell 
effects, fatigue and tke like. Strengtk, Dexterity, and magic weapon 
konuses and penalties are applied directly to tke ckaracter's THACO. 

Auto -pause allows you to set various conditions under wkick tke game will 
automatically pause. 

OTHER FUNCTIONS & HOT-KEYS 

You can key many of tke actions in Icewind Dale to kot keys (see tke 
reference card and options screen). 

Quick Save: You can quickly save your game ky kitting tke 'q' key. Your 
Quick Save is always saved in tke same slot, wkick is lakeled as suck. 

Quick Load: In single-player games only, kitting Ctrl-L allows you to 
quick-load your last save game file. 

Support for Increasing tke Patk-Searcking AI: if you are dissatisfied 
witk tke patk searcking in Icewind Dale, tkere is a kox for patk searck 
nodes in tke Configure utility. To increase or decrease tke AI, vary tke 
numker of nodes (keyond 4,000). Tke range can vary from 2,000 to 
32,000. Increasing tke numker akove 4,000 will increase tke numker of 
nodes in patk searcking at tke expense of responsiveness to movement 
commands (i.e., your ckaracters will react sligktly slower kecause tkey are 
^4kinking^^ a little kit longer akout kow to get wkere you want tkem to go). 

See Party’s Healtk: Tkere is a default kot -key command tkat allows you 
to display tke party’s current kealtk/max kealtk ky pressing tke k’ key. Tke 
current kealtk/max kealtk appears on tke ckaracter portraits in-game. 

MISCELLANEOUS INFORMATION 

Fatigue: A ckaracter can operate at peak efficiency for 24 kours game 
time (2 kours real time). For every 4 kours keyond 24, kowever, tke 
ckaracters will receive a cumulative -1 to all of tkeir rolls until tkey rest. 

Intoxication: Drinking affects your statistics. Tke average ckaracter can 
down akout 5 drinks kefore kecoming intoxicated — altkougk tkis amount 
may vary depending upon tke ckaracter’ s Constitution. Intoxicated 
ckaracters gain a konus to Morale, kut a penalty to almost everytking else, 
including attacks, damage, and attack speed. Tke greater tke level of 
intoxication, tke greater tke konus/penalty. Tke effects of intoxication 
diminisk over time, so if tke morale koost isn’t wortk it, sleep it off. 
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Infravision: Some ckaracters and monsters kave infravision. Infravision 
allows a ckaracter to see ketter in tke dark ky revealing tke keat of okjects. 

Effects of Wearing Armor: if you are a dual-class or multi-classed 
ckaracter and one of your classes kas an armor restriction (tkief, mage, and 
so on), your menu options may ckange if you put on armor one of your 
classes can’t use. Different kuttons may ke dimmed in tke kottom panel 
depending on wkat your ckaracters are wearing (tkieves can’t use tkeir tkief 
skills wkile wearing plate, and mages can’t cast spells). Even if a multiclass 
or dual-class wizard is wearing armor, kowever, ke can still memorize spells, 
ke just can’t cast tkem until tke armor is removed. 


BLACK ISLE STUDIOS 


33 






MULTIPLAYER 

Tke Icewind Dale multiplayer game is identical to tke single player game — 
at least in terms of game content. Tke main differences ketween tke single 
and multiplayer games relate to wko is playing in tke game — in tke single 
player game, you create all six ckaracters. In a multiplayer game, ketween 
one and six players may adventure togetker, cooperatively controlling tke 
ckaracters. 

A few d efinitions are in order. Tke leader is tke player wko controls suck 
tkings as wko can join, wkat kinds of ckaracters can ke krougkt into tke 
game, and wkat akilities tke players wko are in tke game actually kave (in 
terms of game play — see Permissions, kelow). Tke leader can control one 
or more ckaracters in tke game, and kas tke akility to assign ckaracters to 
tke otker players. The server is tke computer (usually, kut not necessarily, 
tke leader's) wkick coordinates tke various game-states of tke client mackines 
of eack player. A player is one of tke people wko controls one or more 
ckaracters in tke game. A character is an alter ego, analogous to tke 
ckaracters of tke single player game, wkick is controlled ky one player in a 
multiplayer session. 


STARTING OUT 

To start a multiplayer game (also known as a 
session), first you 11 need to select a multi- 
player game mode. To do tkis, youll need to 
ckange tke Game Mode on tke main menu 
screen from Single Player^^ to a multiplayer 
status. Tkis can ke done ky clicking on tke 
Game Mode kutton on tke Main Menu, wkick 
will kring up a Protocol Screen tkat lists tke 
type of multiplayer connections availakle to you. 


PROTOCOL 

Tkere are several kuttons you can select from 
tke protocol screen. 

Single player: Tkis resets tke game mode to single player, 
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IPX: Wken you ckoose tkis 
option, youll ke skown a list 
of IPX sessions once you 
select "Join Game" in tke 
Main Menu (see "Joining a 
Game," detailed later on). 

TCP/IP: Wken you ckoose 
tkis option and return to 
tke Main Menu to join a 
game (see "Joining a Game," 
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detailed later on), a connection screen will come up in wkick you can enter 
tke kost address you wisk to connect to. Once you do tkis, you will ke 
connected to tkis session if it's availa tie. On local area networks, TCP/IP 
kas an auto-detect feature to automatically set up games. 

Modem: if you ckoose a modem connection, youll need to select tke 
Properties kutton at tke kottom of tke screen kef ore joining or ko sting a 
game. Selecting tke Properties kutton will kring up a popup menu wkere 
you can configure tke COM port and speed of your modem. Wken you 
return to tke Main Menu to join a game (see a Game," detailed 

later on), you can enter tke numker tkat you want to dial; once you kave 
dialed tke numker, youll ke connected to tkat game. 
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Serial (null modem): if you ckoose serial 
connection, youll need to select tke Properties 
kutton at tke kottom of tke screen kef ore joining 
or kosting a game. Selecting tke Properties kutton 
will kring up a popup menu on wkick you can 
select tke COM port of tke null modem cakle 
tkat youll ke using as well as tke port 
connection speed. 

Properties: For some of tke options akove, 
simply selecting tke type of game is only tke first 
step. Once you Ve selected tke type of connection 
you want, youll need to click on tke Properties 
kutton to configure tke connection. 

Wken you kave selected tke type of connection 
you want, tken click ^^Done" at tke kottom of tke screen, wkick will return 
you to tke main menu. From tkere, you can eitker ckoose to kost a game 
or join a game already in progress. 

JOINING A GAME 

Once you kave selected tke type of multiplayer connection you want, youll 
need to return to tke Main Menu. From tkere, you kave tke option to 
create a krand new multiplayer session ky clicking on tke ^Greate Game" 
kutton, or to join a game anotker player is kosting ky clicking on tke ^‘]oin 
Game" kutton. Wketker creating tke session or joining it, tke next screen 
tkat appears is tke Ckaracter Arkitration Screen, kelow. 

CREATING A GAME 

if you ckoose to create a game wkick otker players can join, you will see a 
popup window appear, on wkick are spaces to fill in tke session name, tke 
player name, tke password (optional), and kuttons to create a new game or 
pre-generate a ckaracter. if you ckoose to create a new game, you must fill 
out tke spaces for tke session name and tke player name. 
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The' 'pre- generate ckaracter'' kutton allows you to quickly set up a generic 
ckaracter for import kefore tke multiplayer 
session kegins, for players tkat want to 
jump rigkt into tke action. Pre-generating 
a ckaracter will take you to tke Ckaracter 
Generation Screen and allow you to quickly 
make a ckaracter (see Ckaracter 
Generation, discussed earlier). 

After you kave created your game, you will 
proceed to tke Ckaracter Ankitration screen. 

Wken ckaracters join your session (at any 
point in tke steps outlined kelow, or for 
tkat matter in tke actual game) tke leader 
is notified. Tke leader kas tke akility to 
stop listening to requests to join (tkis is set 
in tke Player Permissions window, 
descriked kelow). 



CONTINUING A GAME 

if you are tke kost and you wisk to continue a multiplayer game tkat you 
kave save games for, simply select tke type of multiplayer connection you 
want, tken return to tke Main Menu and select ^Xoad Game.^^ Players not 
Posting a game can simply join tkis game once it s loaded. 

CHARACTER ARBITRATION 


Information 


Tke ckaracter arkitration screen is wkere players are assigned control of 
ckaracter slots and create tke ckaracters tkey will play in tke game. From tkis 
screen, tke leader also controls Permissions and otker options for tke game. 
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Tke player running tke server is initially assigned as tke leader of tke party. 
As tke leader, ke or ske kas tke akility to assign ckaracter slots to tke players 
in tke session. Tkis is ackieved ky L-clicking on tke player name slots, after 
wkick a panel will pop up witk tke names of all players currently in tke 
session. Control of a slot may ke assigned to any player. 

On tke Ckaracter Arkitration screen, ckaracters may ke loaded into a slot 
in ky tke player wko controls tkat slot. Tkis is done ky clicking on tke 
Create Ckaracter kutton. 

Tke Ckaracters in Multipl ayer Sessions 

Tke ckaracters in multiplayer may ke created from scratck or may ke imported 
into tke game using tke “Import'' kutton. Tke ckaracter is created on tke 
exact same screens as in tke single player game (see page 8), sukject to tke 
restrictions set out ky tke leader of tke session in tke Player Permissions 
sukmenu off tkis page (see kelow). 

Once a ckaracter is created, it can ke deleted ky clicking on tke player name, 
wkick krings up a window allowing tke player to delete tke ckaracter (tke 
active ckaracter must ke deleted kefore a new ckaracter can ke created). 

Wken tke player is satisfied witk tke ckaracter ke kas imported or created, 
ke clicks on tke Icewind Dale tree icon to tke left of tke ckaracter slot to 
“lock" tke ckaracter and prevent ckanges. if a player wiskes to ckange a 
ckaracter, tkat ckaracter must ke “unlocked" ky clicking on tke tree icon 
kefore tke ckaracter is editakle. Tke “lock" kutton is tke equivalent of 
telling tke otker players, “I'm ready to adventure now, let's go." All ckaracters 
must kave locked tkeir ckaracters in order for tke game to kegin. Wken all 
ckaracters are locked, tke kost clicks on “Done," and tke game kegins. 

You cannot import ckaracters from Icewind Dale to Baldur's Gate and vice-versa. 


PLAYER 


Altkougk kotk tke 
permissions on tke 
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privileges are aUe to mo Jify tk em. Tke leader can assign tkese permissions 
■ • to any players ke ckooses. 

, Tke permissions represent wkat players are akle to do in tke game. Tke 
permissions include: 



Can modify ckaracters. 

Can spend party gold/ 
purckase items. 

Can initiate an area transition. 
■^1 Can initiate dialogue. 




Can pause tke game. 


Can modify permissions/remove 
^ players from tke game 
(leaderskip permission) . 

Tkis 'Toot’' kutton is to tke left 
of eack ckaracter slot. Pressing 
it will remove ("koot”) a player 


Can view otker ckaracter’ s 

out of tke party. 

records. 



Import Options 

On tke Permissions page tke leader is akle 
to set tke options for importing ky clicking 
on tke "Import Options” kutton. Tkis krings 
up a window witk tkree settings: Stats only, 

Stats and XP (i.e. experience points and 
levels), or Stats, XP, and Items. By ckoosing 
one of tkese settings tke leader limits tke 
types of ckaracters tkat can ke krougkt into 
tke multiplayer session from tke single 
player game or otker multiplayer sessions. 

At tke top of tkis screen is also a toggle for 
"Restrict Stores.” Turn tkis toggle on if you 
want to allow a ckaracter to enter a store 
only if tke otker party memkers are present 
and tkere are no kostile creatures nearky. 

Listen to Join Requests 

Also on tke Player Permissions page is a kutton, "Listen to Join Requests”, 
wkick allows tke leader to listen to requests to join tke session or to turn 
off requests if tkere are enougk players in tke game. For example, tke 
leader migkt only want to kave one or two people in tke game, so kaving 
people requesting to join could get annoying. 

STARTING THE MULTIPLAYER GAME 

Wken all players kave L-clicked on tke Rewind Dale icons to tke left of 
tkeir ckaracters' slots, tke "Done” kutton will kecome active on tke leader's 
computer. Tke game launckes wken tke leader clicks "Done.” 
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CHANGING OPTIONSAND PERMISSIONS 

O Botk tke Ckaracter Arkitration screen and tke Player Permissions 
screen are availakle on tke left side menu in tke multiplayer game. 
Tkey work exactly as detailed akove. 


PLAYING A MULTIPLAYER GAME 

CHATTING 

players can ckat ketween tkemselves. Tkere is a ckat window — to enter a 
comment, L-click on tke entry area and type a comment. To address tke 
comment to a specific person (and only tkat person) type tkat player's name 
followed ky a colon ( ^ ) tken tke comment — only tkat player will see your 
comment. 


DIALOGUE WITH NPCs 

Wken anotker player initiates dialogue witk an NPC in a multiplayer game, 
tke window will resize to fit tke text tkat comes up. Wken tke otker player 
finiskes dialogue, tke dialogue window will resize to wkat it was kefore, 
unless you were typing a ckat message in, in wkick case it will stay in 
medium or large mode (in wkick tke ckat line is present). 

In multiplayer games, all players must see all dialogue. Tkis is to ensure tkat 
all players don't miss any critical portions of tke game. Also, tkis prevents 
disturking occurrences, suck as player 1 killing tke merckant wkile player 2 
is kartering. During dialogue mode all players are paused. 

SAVING AND LOADING 

Tke leader can save games at any time, just like in tke single player game. 
In order to load a game, tke leader must exit and reload tke game. 

ADDITIONAL MULTIPLAYER INFORMATION 

Wken you are playing multiplayer, keep in mind tke following: 

1. Asynckronous : Icewind Dale is an asynckronous game, if you’re 
playing witk somekody wkose system is close ky, you may see different 
tkings kappen on eack system. Keep in mind tkat wkile tkings kappen 
somewkat differently, tke result of tke actions is always tke same. 

2. Explorakle Area: Wken playing a multiplayer game, you’re limited 
to exploring one area at a time — ckaracters in tke game can only 
spread out witkin tke same akove ground area. Wkile tkey can enter 
structures and underground areas individually, tkey cannot travel to 
otker akove ground areas until all ckaracters are at tke edge of tke 
area and ready to move on. 

3. Loading Time: Tke loading time for any level is sligktly longer wkile 
playing multiplayer. Tkis is kecause tke interiors for eack level must 
ke loaded along witk tke exteriors for eack area. (Tke single player 


BLACK ISLE STUDIOS 


39 




game Joes not neeJ to Jo tkis, so loaJing is faster.) Also, tke 
multiplayer game is forceJ to wait for tke system tkat loaJs tke area 
tke slowest. 

4. Party GolJ: Just as in tke single player game, all gold is skareJ 
ketween tke memkers of tke party. 

5. Sk areJ Experience: As in tke single player game, all ckaracters in 
tke party get an equal amount of experience points. 

6. Tke LeaJer is in Ckarge: Tke leaJer kas control over everytking tkat 
tke player can Jo in tke game, incluJing kicking tkem out anJ 
reassigning tkeir ckaracters to otker players. Make sure tke leaJer is 
playing tke kinJ of multiplayer game you want to play, if you want a 
kackeJ game, join tkat kinJ of game or start it up; if you want a clean 
game witkout interference from kacke J or e Jite J ckaracters or players 
wko Jon't want to play as a team, tken you neeJ to finJ tkose players. 
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majdin^ tfve mnm^ autkomd ixiiume tiit^y Ufve 
^lidemjeAA^ A 64 an text, a^ed arntten, 

and (jxiud ^md mtvcfi tSve in^Qm^atiQn imiuoMe 
m ijxiw^ jowneijA — oat tSven o^temmrdA. 

3fie ^lodfi 64 a VuAX^ tmlde^neAA tSvat attmdA 

ojdx^erduA^ekA and (^etwekA — and eaen tkoAe iAsSva fume 
(settled a (^e (A^Ufiout a^Laentum, oa t9 kcme,. 3ke- 
wiidA am ^Med witk tfie cnaemxuAA imexSuxx^ o| 
dmamen (Jtmn^kcJtdA, minA ancient ciJItw^, and 
a djeadi^ dt^eam AetAem and exhixit^em mka Aeek 
ta tame tfve — ar^ am (aokin^ a hiace 

aumu ^mm tfie taxeA, (xum and cihjy lAmtcn tSvat 
gjoaem tne dmii^atianA a^ tfie Aoutfu 

^fiemim^ m 3aer\\vi a tmiaef^ mamA, tfie 3ladfi U 
coded ^ a cUMemnt name — tfie ^at4atlc 06 ^ 
lBai4arlan tfie iBarfarlc ^EandA, tfie 3mmtle*^, 

tfie 3lodfi, tfie Soirn^ 3mntle*^, and tfie ^iidiandA. 
^fiateim^ tfie name, it ia a jaface tfat natum, ^hd and 
^ommad, mfeA. A la a mgj^ed (and a^ jagi^ed, Anam~ 
cappmi jaeafiA, and gmat dmtcfieA a^ aijolne ^omdA. 

3fie ama a^ Sadfiaaen 64 ^ut one ai mang, ting^ 
^ngid (MageA cdnging ta Aumumi. Sneg, encLum, ^ut 
it lA a fiamL (l^, ana tfie cmfg, amr^ tfuit cameA ta 
Sadfiaaen 64 tfie ^attfe agalnd tfie eiementA. 

— Svcrard 
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THE WORLD 

IcewinJ Dale takes place witkin tke AD&D Forgotten Realms campaign 
world. More specifically, it takes place in tke nortkern wastes of Faerun 
{Fay-ROON), a continent of tke larger world of Akeir-Toril {A.h-BEER 
Tor-RILL), more commonly called Torik Tke name is arckaic, meaning 
^Tradle of life,^^ and is rarely used in everyday speeck. 

Akeir-Toril is an Eartk-sized planet dominated ky a large continent in its 
nortkern kemispkere as well as a numker of otker large landmasses scattered 
akout its surface. Tkis nortkern continent is called Faerun in tke west, 
Kara-Tur in tke east, and Zakkara in tke soutk. It is tke primary purpose 
of tkis tome to deal witk tke nortkern portion of tkis kuge landmass, in 
particular tke region of Faerun kordering tke Spine of tke World mountains. 

(For more information akout tke Forgotten Realms, visit tkeir weksite at 
kttp : / / WWW. wizards . com/F or g ott enRealms . Tkere you '11 find tales from 
Elminster, songs from Mintiper, and lore to keep you warm during tke 
long nigkts of a nortkern winter.) 


THE NORTHERN CALENDAR 

It is important you understand tke Forgotten Realms calendar, if only for 
knowing tke meaning kekind tke dates in your save games. Daytime is 
descriked ky tke use of a 24-kour clock, as tke day in tke world of Toril is 
24 kours long. For simplicity tke AM (for time kef ore noon) and PM (for 
time after noon) conventions are used kerein. 



A year in tke Nortk consists of 360 days: 12 montks of exactly 30 days 
eack. Tkree ten-day weeks are in eack montk, kut kerein we refer to days as 
tkey relate to tke montk (tkat is, one tkrougk 30, of a specific montk. 
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ratker tkan specific Jays of tke wee k). Tke montks are summarize J in tke 
takle kel ow. Back montk s name is followeJ ky a colloquial Jescription of 
tkat montk (plus tke rougkly corresponJing montk of tke Gregorian 
calenJar in parentkeses) . 

Years are referreJ to ky numkers, using tke system known as Dalereckoning 
(DR) : Dalereckoning is taken from tke year tkat kumans were first permitteJ 
ky tke Elven Court to settle in tke more open regions of tke forests. 

For Forgotten Realms aficionaJos, IcewinJ Dale is actually a step kack in 
time for tke Forgotten Realms — tke game itself takes place in Eleint, 
1281 DR, Year of tke ColJ Souk (Tkis is sixteen years prior to Drizzt s 
arrival on tke surface, as mentioneJ in tke IcewinJ Dale Trilo gy of kooks 
ky R.A. Salvatore) Your ckaracters will ke literally making kistory as tkey 
aJventure tkrougk tke game, anJ tkeir actions may ke felt in tke JecaJes 
anJ centuries akeaJ... 

GAME UNITS 

A game rounJ in IcewinJ Dale is seven seconJs long in real time. Tke 
rounJ in tke AD&D game is sixty seconJs, kence time in IcewinJ Dale is 
compresseJ approximately ten-folJ wken compare J to tke stanJarJ AD&D 
rule set. A turn is ten rounJs, tkat is, seventy seconJs. Tkis term is useJ in 
some of tke spell Jescriptions on pages 76-123. A game Jay (representing 
24 kours in tke game, Jawn to Jusk to Jawn again) is just over 2 kours 
long in real time, again akout a ten-folJ reJuction in time in tke game. 
Back time tke party rests ei gkt kours passes (tke equivalent of akout 45 
minutes of running game time). 
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What isn't there to say about the Horth? J have looked at Iverard's 
"complete" writings on lasthaven with some skepticism. J am not a man 
of letters, but it seems that trying to put the Horth to paper is like 
trying to drink the Sea of Swords. Still, if one limits words to what 
things are of use, the effort becomes manageable. And if saves me 
from lecturing another caravan master on the dangers of the north, then 
that is more time J may spend enjoying a tankard in the Winter’s Cradle. 

fHost travelers have little to say other than speak ill of the cold and 
the chill, but J have lived here for nearly a ten-year, and there is much 
to know about the Horth. I'll speak of the settlements in the area 
first, as the ability to understand and remember the location of any 
roof with a fireplace is seldom difficult for any visitor to the Horth. 

The area of "Kuldahar (Pass" that brushes the Spine of the World 
touches three places — lasthaven, Kuldahar Valley and the town of 
Kuldahar itself. Stick to this route as you travel through the region — 
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straying from the road will fast bring danger to you, whether from the 
winter’s snows or the beasts that lurk in them. 

7or now, listen, read and remember: the evils that live in the shadows 
of the Spine of the World are not nearly as forgiving as J am. 

- Hrothgar 




1. Winter s Cradle Tavern 

2. Snowdrift Inn 

3. Pomat s Emporium 

4. Hrotkg ar s House 

5. Ap sel s House 


6. old Jed s House 

7. Temple of Tempus 

8. Road to Kuldakar 

9. Caspar tke Fiskmon^er 


Jf you take comfort in large cities, there’ll be little in iasthaven to 
your liking, ^he people are hard-working, good folk, and the primary 
source of gold for the region is fishing knucklehead trout — but if 
you’ve come with the caravan, you’ll know that. Knucklehead trout can 
be found nowhere else in the (Realms, and it’s what drove most of the 
men of lasthaven into these wastes. 

As for your behavior in town, my only word of warning to you is this: 
show no steel in town, or else your journey will come to an end 
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(luicker than you can use it. ^he col^ of the Horth has mabe the 
people of iasthaven tougher than a southerner can imagine. 

7or travelers looking for a tankarb or three to chase away the chill of 
the roab, the Winter’s Crable tavern will be to your liking - the 
bar’s run by a kinbly woman by the name of Grisella, anb while her 
stock may not be the best you’ve ever tasteb, it’s the best you’ll get 
this far north. 

Jf you’re looking to stay overnight, then seek out the Snowbrift )nn, 
especially if your caravan holbs a mage upon his ranks anb traveling has 
exhausteb his spells — he can refresh his minb for the journey aheab. 

jf you neeb supplies, seek out (Pomab’s imporium — (Pomab is a 
Calishite, but try not to holb that against him; keep your tongue in 
check, anb you’ll finb everything you neeb to outfit yourself to make 
through the pass, jf your patience is short, however, you might wish to 
simply wait to re-supply yourself in Kulbahar — Certh of Kulbahar 
is saib to be a goob enough sort, anb far easier to beal with than 
Pomab. Still, Kulbahar is a goob sixty miles from iasthaven, so you 
may not be able to afforb to wait. 

There are some others in town that may catch your interest — you’re 
always free to visit me, of course - my home is on the northern 
portion of town, anb news of the south is always welcome, jf you want 
to see some fine art pieces, visit Apsel the Scrimshanber — you might 
be able to purchase some pieces that will fetch a fine price bown south, 
jf you’re in neeb of a boat or abvice on fishing, visit Olb Jeb, but best 
bo in the afternoon, when he’s hab a chance to sleep off the wine from 
the night before, but not yet founb a supply for the night aheab. 

jf you wish to pay your respects or seek an augury, seek out the 
Temple of Tempus in the northwestern section of town. Iverarb is the 
battle-priest of the temple, though you might finb him in less than 
pleasant spirits. Though it is fortunate that there is not much to 
occupy his prayers here in the wastes, far from war anb conflict, it 
wears on him anb many are the times he seems to long for battle anb 
another chance to prove himself, ^et lasthaven is unlikely to offer 
either - anb that’s the way J prefer it. 

- Hrothgar 





KULDAHAR PASS 


^he pass itself is probably the most difficult part of the journey, as 
the pass is only usable by foot traffic or caravans with pack animals. 
Oiaiders or marauders are rare, and perhaps the biyyest danger is 
being trapped by the snows. Jf you find yourself trapped in the pass, 
either set up camp or go in search of one of the outlying farmsteads 
that lie in the (Pass. There's the mill run by Joaguin and his wife and 
their son, Jermsy — and there's the great watchtower that overlooks 
the pass, and the Ghoson's farmhouse. All of them are friendly folk, 
willing to host a traveler for the night — just be sure to extend them 
every courtesy, and be fair with the coin if they offer you shelter and 
a place at their table. Hames of the guests lacking in courtesy travel 
among the locals, so keep that in mind. 


(Don't stray far from the main road and never alone - though you 
shouldn't have to worry about raiders, there's plenty of wild creatures 
such as bears and even some beetles that are known to make their 
homes in the walls of the (Pass. 

Jt is recommended you rest in lasthaven and begin hiking the pass in 
the early morning — it is less than a day's journey to the great oak 
of Kuldahar, and the light of the sun will speed your journey. 
Wghttime does little except place you in danger. 

- Hrothgar 
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KULDAHAR VA 


1. Tke E 

2. The Root C 

3. Gertk s Equipment Skoppe 

4. Air skip 

5. Tower of Orrick tke Gray 

6. Road to tke Pass 


pie of Ilmater 

9. Conlan s Smitky 

10. Arundel s House 

11. Urnst tke Potter 


J{ you've never been to Kul^ahar, and few have, then be prepared for 
one of the greatest visions the Horth has to offer. 


Kuldahar is one of the wonders that lie in the shadow of the Spine of 
the World — the entire town lies wrapped around a great oak from 
which warmth springs, the heat sufficient to melt the snows around it, 
and creating a climate more to a southerner's liking. Jts roots give 
shelter to the numerous buildings, including the Ivening Shade run by 
a pleasant fellow by the name of lidan, the (^oot Cellar run by 
Whitcomb and his handful of barmaids (greet Amelia for me should 
you find your way here for a tankard), jf you are running low on food 
or other supplies and wish to restock your supplies here in Kuldahar, 
seek out Certh's Iguipment Shoppe. He's a minor historian of sorts, 
and if you've any trinkets, documents or books, he'll pay good coin for 
them. He and Cverard trade information on occasion, from news to 
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even magical relics that may be lost somewhere in the region (see the 
Arcane Items on page 150 at the en"d of this book). 

- Hrothgar 

A lA tioid tfud ia a Atmn^ device,, an that (Iga in 

tfie (Jiaxie tfie tree, and tfud it U tfie reAulence an add 
qname oicnemiAt ^ ^ke name 3iddfeikender u^fva detiA j^wtUmA 
and cmiidQJteA, ^ut d tmom (ittte gIag. (9^ nu^ dutieA cMamed me ta 

trojvGl mare, <9 axndd gLidii^ qa agg it tmJtfi mu otm ei^. 

3fioiAjgft &JiAtfumGn koA na Ancti jprcuctiJtlaner ac tike ctrU, it U Acdd 
tkere U, a ma^ a^ Aome knowing, witfiln 3(utdukcir, (Orrick tke 
&reg. c9 know tiMe a^ tke man, oa ke keeJ^ ta fuA awn oMairA, 

^ut ke koA a tower wUkin tke town, and ke U Aold ta deal in 
magic ItemA. 


— SvcrarH 


VALE OF SHADOWS 










3ke H)ale a^ SkadawA (Iga anlg a ^ew kaurA nartkeoAt a^ 
^UAlcUikar — tke ^aie U a great canaan a^ crghtA and tamkA, 
Aome a^ tkem dating ^ack CGtdurieA. SkadawA cung ta tke woMa 
oi tke cangan, eaen in tke knekteAt dag, and Aome a^ tke 
JkodcAWA walk, carrging tkeir mArden a^ kated and kungerA with 
tkem. JBeware tluA ipluce. 


A iA Acdd ta tke laAt reAting jslace a^ tke nartkem general, 
3{reAAelack tke Biack 3 ^qI^, mt na ku^irUmA kcwe desired ta enter 
tke vale and teAt tke tratk a^ tke ramar. A iA Aold 3(reAAelack A 
kandA were oa Stood, fuA ^ootAtejiA (ike tkat a^ a winter wol^ in 
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tfie AnotiM, and fuA imojpA Almc^ Hike, atroim mta tfie fiecuiA tomm, 
and finmleiA ocm44 ike Sjpine ike ^oAd. ^fvet*e fuA name woa 
^^hxiken, it umA a cw*Ae, and it umA tmtk gt*eat t*e(leE ta ike jieopie 
mat dewed tix^ in ike Shine ike day, ke i^eme uji mA (dpJM. A U 
(udd ike wind kawied iked day iked tXt*eLietack &tade ^t*am 
kU, kandA and fuA cewjsAe woa jsiaced witkn ike H)aie\ kee^imy. 

3ket*e U na qeiad ta came ^tam tke Hmmy Aettmy ^aed in tke 
^aie, and tke (Jiadoim, tked Lwk tket*e ewe ^eAt unetiAtiAiSed. ^Eet 
eaii ^eed on itA awn koftaw t*ewcwdA. 

— Sverard 

Iverard's warning is sounb; heeb it, anb you’ll live longer, ^he beab 
walk in the Vale, anb while they have yet to leave their crypts, bon’t 
give them a reason to. Jf you ignore this warning, you’ll answer to the 
sworbs of lasthaven anb Kulbahar. 

- Hrothgar 

BESTIARY OF THE NORTH 

Jt has been saib that the Horth is a hunter’s parabise, but one must 
be a hunter first, or else it’ll be the beasts that’ll be taking the 
pleasure of the hunt. 

(Pray you never have to encounter some of these beasts. Still, if you 
bo, these worbs may be of some help in emerging from the chance 
meeting still wearing your skin. 

Here are some beasts of mention that have been seen in Kulbahar 
Pass anb the Spine of the Worlb: 

diears tenbs to avoib humans unless you 
enter their territory or happen to be bleebing 
anywhere near them while they’re hungry. 
Large anb powerful animals, the bears of the 
Horth tenb to be vicious specimens with 
claws that can shatter a tree trunk when 
provokeb — so keep that in minb before you 
run up a tree to avoib them. 




Obbly enough, a number of beetles inhabit 
the Horth. (Ranging from the small fire 
beetles to the larger and more dangerous 
giant beetles and bombardier beetles, these 
creatures tend to layer deep in caves or in 
cellars. One pack of fire beetles invaded the 
cellars of Apsel's house last winter, and since 
then, the people of iasthaven have kept an 
eye out for them. The presence of the great oak of Kuldahar and its 
warmth may somehow draw them to the region. Their armored hides 
make them difficult to hit, and they can usually take several blows 
from a sword or staff before dying. 

There has only been one sighting of this creature, 
once near Kuldahar, bordering the Vale of 
Shadows. Jt had been feasting on a caravan 
guard that had stepped out to relieve himself of 
his "traveler's burden." The creature was driven 
off with arrows, but since then, Kuldahar has 
watched the road to the Vale of Shadows carefully. 

The carrion crawler is a scavenger that tends to lurk in deep caves, 
trash pits and graveyards, feeding primarily upon carrion and waste, 
though it has been known to attack living taraets if it’s food or 
territory is threatened. Jt’s an ugly creature, like a huge green rot grub 
with the head of an octopus. Jt’s £verard’s belief that carrion crawlers 
are the result of some mage’s experiments, and there’s no reason to 
discount it. They stink to the high hells, and it’s the smell that often 
gives them away as they approach. 

The nastiest things about these over-sized worms is that they’re 
tentacles can paralyze a man with a touch, allowing the crawler to feed 
on him while he’s helpless. 

Chouls are one of the undead - humans who 
changed, and now feed on the flesh of corpses. 
Jt’s said there’s a mess of them in the Vale 
of Shadows. They’re deranged creatures, but 
they hunt like wolves and have a certain 
hunter’s cunning when they stalk their prey. 
They walk hunched, and their hands have 
changed into long, elongated claws. Jf they 
claw a target, they have a chance of paralyzing the target like a carrion 
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crawler, so if you're unfortunate enough to encounter one of these 
creatures, run or try and kill it from a distance. 

^he nastiest pests of the goblinoid races, 
goblins are small humanoids that are known 
to infest the Spine of the World in great 
numbers, breeding like flies, killing each 
other, then starting the cycle all over again. 
Though they rarely raid as far as Kuldahar 
and lasthaven, there's rumored to be 
thousands of them in the mountains of the 
Spine of the World. The northern goblins typically use crude axes and 
bows and are led by "marshals," tougher goblins who've managed to 
bully the others into following them. Take heed: if you see one, don't 
alert it to your presence — check and see if others are about. They 
almost always travel in packs. 

Ogres are big, ugly, greedy humanoids that 
live by ambushes, raids, and theft. Standing 
about one and a half the height of a man, 
ogres are ill-tempered thugs, often found 
serving as mercenaries in the ranks of ore 
tribes, fortunately, they're as stupid as 
stones, and they're often too lazy or dumb to 
track down a fleeing person. Jf you pick a 
fight with one, keep in mind that ogres almost as strong and tough as 
three or four average men — a single strike by one of their clubs is 
usually enough to kill a man instantly. 

An ogre was seen in Kuldahar (Pass two years ago, but the guards at 
the watchtower were able to drive it away with arrows. The Pass is 
usually too far for ogres to travel, as they make their lairs in the 
Spine of the World. 

Spiders dwell both above and below ground, 
light legs, eight eyes, and most are poisonous 
— but sword spiders are more like heavy 
soldiers of the spider realm. They have huge 
mandibles that resemble broad swords and cut 
men in half with a single swipe. While J 
have yet to see any in lasthaven, they've 
been known to appear in small number in 
Kuldahar during the summer months. 
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Count yourself fortunate if you never 
encounter a troll. Huge, spindly creatures with 
black wiry hair and burning red eyes, trolls 
possess great strength, speed, and a hunger 
for any flesh they can find. Jf you are trapped 
into an encounter with them, use fire and acid 
against them — trolls regenerate guickly 


^ active, cunning creature, and 

northern variety has made many a meal 
" ^ ^ carf/fss hunter. These past few months 

^ f^n^ber of wolves in 

region; not only has Choson in the pass 
'■ complained about them stealing his chickens, 
>: r~ ^ but there’s been one lurking around 

— — lasthaven that seems to be drawn by the 
smell of the knucklehead trout in Aspel the Scrimshander’s house. J’ve 
been meaning to mount a hunting party to go find it, but J’m waiting 
until the weather calms before gathering an expedition. 

- Hrothgar 


3fd^ lA ^ut a AtnaHl ^iomfsle tfie ct*eaiiAi*€A tfuxt inficiiit tfie Sfune 
q£ tfie ^orfd. ^fdle tfie^ am mam common tfuxn moAt, tike 
Sjune qmeA ta otkem on omoAlon, and ejvcn dmxm. otfvet^ 

mondem ta itA (Jiadom. 

A ^ind it (UJ^^tAh ta jnd tfuA tad ta ^or c9 knom not a^ 


even 


omenA 


cam. 


3mvel 


iveti armed. 


mm 
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WHAT HAS COME BEFORE 

INTRODUCTION TO THE AD&D RULES 

^here is as much to be saib about the worlb as there is 
about the laws that govern the worl^. 

Uiy glory i>ays are beyond me, but there was a time when 
) was ignorant of the ways of combat anb weapons — if 
anyone is saii to be truly knowledgeable about such things, 
then they have the sense of a village idiot. Within this 
section lie definitions of some of the mechanics of the 
world you find yourself in. Jf something perplexes you 
during your adventures, refer to the index or to one of 
the passages in this section, and it will shed light on your 
questions, ^he following information may seem daunting 
at first, but do not be disheartened. (Perserve, and your 
blade shall guide you even when your mind is clouded. 

— Hrothgar, Easthaven 

About the Advanced Dungeons & Dragons® Game 

Tke Advanced Dungeons & Dragons game is a role playing system tkat 
allows players to explore worlds of fantasy and kigk adventure — one of tke 
AD&D worlds is tke Forgotten Realms, tke world in wkick Icewind Dale 
takes place. Tkis section outlines some of tke major features of tke rules 
and kow tkey may kave keen interpreted for tke sake of computer gameplay. 

You don’t kave to know tke AD&D rules to play Icewind Dale (tke 
computer takes care of tkat for you), kut it can ke kelpful . Accordin gly, tke 
AD&D rules are summarized kere, and in places explained kow tkey may 
kave keen revised to work in Icewind Dale. 

if you want to know more akout tke Advanced Dungeons & Dragons game, 
visit tkeir weksite at: kttp://www. wizards.com/dnd. 

How Icewind Dale uses the AD&D rules; discussion of 
the real time modification to the turn-based AD&D rules 

Icewind Dale uses tke same weigkting system for spells and weapons as in 
tke Advanced Dungeons & Dragons game. Instead of a group-kased turn, 
kowever, wken first one side tken tke otker performs all actions, everyone is 
always in real time mode, kut on a personal initiative round. 

Tke personal initiative round is seven seconds long, and tkis represents a 
ten to one reduction in tke time of tke round in tke AD&D rules (wkick is 
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60 seconds long). Tkis kas keen made consistent witk movement rates, and 
witk tke reduction in glokal game time. 

Most importantly, you can pause (or unpause) tke action at any time. Tkis 
is ackieved ky kitting tke space kar or ky L- clicking on tke rotating circle of 
skulls in tke lower left kand side of tke screen. Wken you are paused you 
can assign any action to any ckaracter, and tken resume tke game ky 
unpausing. Tkis pause feature allows fans of turn-kased comkat to effectively 
play tke game tkat way. 

Note: You can set tke game to pause automatically when certain events 
occur in order tkat you don't miss tkem. See tke Options Screen on page 30. 

CHARACTER ACTIONS 

You can perform a numker of kasic actions in Icewind Dale. You can 
wander tke landscape, speak witk tke denizens, and, if you want, kill tkem. 
Tke kasic actions you can perform are descriked kelow, along witk any effects 
tkat may modify tke actions. 

M ovement 

Tkere is one constant movement rate for player ckaracters in Icewind Dale 
— tkis is approximately equivalent to 60' in AD&D game terms. Your 
ckaracters can move faster if you cast a Haste spell on tkem. Some monsters 
may move faster and slower tkan your ckaracters, so ke warned kefore you 
flee an encounter - you may not get far. You can group select ckaracters and 
easily move tkem into various formations (tkis is discussed in more detail 
in tke otker manual under tke interface descriptions. See pages 13-16 in 
tke Lexicon). 

D iaiogue 

Tke general rule is tkis: even if you are an evil ckaracter, it's ketter to talk 
to someone wko's not immediately kostile to you ratker tkan jumping tke 
gun and attacking tkem first. It may even prevent you from continuing tke 
game (especially if you kill people in Eastkaven or in Kuldakar). Not 
everytking you meet, kuman or otkerwise, is out to kill your ckaracter. Help 
often appears in tke most surprising forms. Tkus it often pays to take tke 
time to talk to people or creatures... wkat tkey kave to say may save your life. 


Fighting 

Tkere are times wken you don't want to talk or run away from a critter, and 
ckances are, tkey feel tke same way. Sooner or later, your ckaracter (s) will 
kave to kgkt. Tke real trick is knowing wken to figkt and wken to talk or run. 

Effects of Fatigue 

Your ckaracters kave to rest every so often, kotk to memorize spells as well 
as to gain kack tkeir strengtk. if your ckaracters start complaining tkat 
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tkey are tired, it's test to find tke nearest place to rest. Go to all tke priest 
and mage spell screens and make sure tkeir memorized spells are set properly 
for tke next day's adventuring. 

COMBAT 

Icewind Dale comkat follows tke AD&D rule system closely. Tke main 
difference lies in tke real-time adaptations. 

M ore Than just H ack and Slash 

As important as figkting is to tke game, it isn't tke ke-all and end-all of 
play; it's just one way for ckaracters to deal witk situations. In addition to 
explaining tke kasic meckanics of kitting and missing, tkis section contains 
rules for turning undead, special ways to attack and defend, poison, keroic 
feats, and more. 

Personal Initiative Round, Speed factors, and Casting Times 

To allow for tke real time kased comkat and movement, eack ckaracter and 
monster is on an independent personal initiative round, wkick is seven 
seconds long. Witk in tkis round, all tke rules of tke AD&D game are used, 
including weapon speed factor and casting time for spells. For kigker-level 
ckaracters wko can attack more tkan once per round witk a given weapon, 
tke speed factor of tke weapon determines wken exactly in tke seven second 
round tke attacks will occur. 

Speed factors are numkers ketween 1 and 10 ( indicating 1/10 of a round 
and lO/lOtks of a round respectively for a ckaracter tkat can attack once 
per round witk a weapon). Tke lower tke speed factor of tke weapon, tke 
earlier you'll attack in tke round. 

Casting times for priests and wizards are exactly analogous to speed factors 
of weapons — tke casting times are ketween 1 and 10, and represent kow 
quickly a mage or priest can release a spell (tke lower tke numker, tke faster 
tke cast, just as for speed factors). Again, tke lower tke casting time, tke 
earlier tke spell will get fired in tke round. 

Initiative is determined ky a comkination of akility, situation, and ckance. 
In Icewind Dale initiative is used as a random variation on kow quickly 
ckaracters can initiate tkeir attacks or spells. It adjusts tke speed factor of a 
spell or weapon sli gkly. 

Armor Class (AC) is tke protective rating of armor. Wearing armor reduces 
tke ckance tkat a ckaracter is attacked successfully and suffers damage. 
Armor does not aksork damage, kowever, it only prevents it. A figkter in 
full plate mail may ke a slow-moving target, kut penetrating kis armor to 
cause any damage is muck karder tkan attacking a mage witk rokes. Armor 
Class is measured on a scale from 10 (loinclo tk) to less tkan zero (super 
magical plate armor). Tke lower tke numker, tke ketter (armor classes less 
tkan -10 occur only witk very powerful magical armors). Skidds can also 
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improve tke AC of a ckaracter. Abilities and spells can also affect a ckaracter's 
Armor Class. Higk Dexterity gives a konus to Armor Class, for example. 

THACO is an acronym for “To Hit Armor Class 0.'' Tkis is tke numker a 
ckaracter, NPC, or monster needs to attack an Armor Class 0 target 
successfully kased on tke attack roll. Tke lower tkis value, tke better your 
ckaracter’ s ckance to kit a creature. THACO varies, depending on a 
ckaracter’ s class and level. Generally, tke kigker your level and tke more of 
a figkter class your ckaracter is, tke ketter tke THACO. 



The Attack Roll 

At tke keart of tke comkat system is tke Attack Roll, tke die roll tkat 
determines wketker any pkysical attack (missile or kand to kand, kut not 
spells) succeeds or fails. Tke numker a player needs in order to make a 
successful attack roll is also called tke “to kit” numker, wkick is determined 
ky tke computer by taking a ckaracter’s THACO and adjusting according to 
tke Armor Class of tke target. In Icewind Dale tke “to kit” roll is done bekind 
tke scenes - if your ckaracter is successful, ke kits - if not, ke misses. 

Wken an attack is made, tke Armor Class of tke opponent keing attacked is 
suktracted from tke THACO of tke attacker. Tke resulting numker is wkat 
tke attacker must ‘roll’ in order to kit tke opponent. Tkis “roll of tke die” is 
done witk a d20, or twenty sided die, resulting in a numker ketween 1 and 
20. if tke attacker rolls tke numker necessary or kigker, tken tke attack is 
successful, and damage is done, if tke attack is unsuccessful, tken tke 
attacker missed completely or was unakle to penetrate tke opponent’s armor. 

For example, Hrotk gar (a figkter) kas a THACO of 13. He is attacking a 
kokgoklin witk an AC of 5. Tke AC of tke kokgoklin is suktracted from tke 
THACO, giving a “to kit” numker of 8. if Hrotkgar “rolls” an 8 or kigker 
on tke twenty-sided die, ke kits tke kokgoklin and kurts it. 

Note tkat in Melee comkat, not every swing is intended to kit. A ckaracter 
in Icewind Dale may make a “cosmetic” swing during tke 7-second round 
aside from tke actual attempt to deliver damage. Tkis swing represents tke 
feints and parries tkat would occur in real comkat. 


Attacks per Round 

As some ckaracter classes go up in leveles (mostly figkters) or ckoose to 
specialize in a certain weapon, tkey gain additional attacks per round. Keep 
in mind, kowever, tkat a ckaracter can only kave a maximum of five 
attacks per round, even if tkey are kasted, kave super-specialization, or if 
tkey ’re carrying a magic weapon tkat gives tkem bonus attacks. 

C ritical H its and M isses 

if a ckaracter rolls a 'natural’ 20 to kit (tkat is, tke attack roll kefore 
modifiers are applied is a 20) tken a critical kit occurs and damage for tkat 
attack is doukled. A roll of 'natural’ 1 is considered a critical miss and 
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imposes a time penalty on tke ckaracter to recover. Regardless of Armor 
Class, a 'natural' 20 always kits, a 'natural' 1 always misses. 

^ake hee'd: a helmet will protect the members of your party from 
critical hits. 

- Hrothgar 


Improving the Odds in Combat 

In comkat, many factors can mo dify tke numker a ckaracter needs for a 
successful kit. Tkese variakles are reflected in modifiers to tke to-kit numker 
or to tke attack roll. 

Strengtk Modif iers: A ckaracter' s Strengtk can modify tke die roll, 
altering kotk tke ckance to kit and tke damage caused. Tkis modifier is 
always applied to melees and attacks witk kurled missile weapons (a dagger 
or an axe). Tke kigker your strengtk, tke easier it is to kit someone and 
kurt tkem. 

Magical Items: A weapon's magical properties can modify comkat. Items 
tkat impart a konus to tke attac k roll or Armor Class are identified ky a 
plus sign. For example, a sword +1 improves a ckaracter's ckance to kit ky 
one and inflicts + 1 damage if tke attack is successful. A suit of ckain mail 
+ 1 improves tke Armor Class of tke ckaracter ky one keyond normal, "non- 
magical" ckain mail (wkick means you suktract one from tke ckaracter's AC, 
ckanging an AC of 5 to an AC of 4, for example). Cursed items kave a 
negative modifier (a penalty), resulting in a suktraction from tke attack roll 
or an addition to Armor Class. Tkere is no limit to tke numker of modifiers 
tkat can ke applied to a single die roll, nor is tkere a limit to tke positive or 
negative numker (tke total of all modifiers ) tkat can ke applied to a die roll. 

Dexterity Modifiers for Missiie Weapons 

Dexterity affects tke ckaracter's akility to attack witk a missile weapon. 

Like Stren gtk modifiers, kigker Dexterity will increase tke ckances to kit, 
lower Dexterity will lessen tke ckances. Unlike Strengtk, Dexterity does not 
affect tke amount of damage inflicted ky a missile weapon. 

M issiie Weapons in C ombat — Rate of Fire 

Bows, crosskows, and many otker missile weapons kave different rates of 
fire (ROF) - tke numker of missiles tkey can skoot in a single round. Arrows 
can ke notcked and let loose at a rate of up to two skots per round. Some 
weapons (suck as keavy crosskows) take a long time to load and can ke fired 
only once every round. Darts can ke kurled at a rate of several per round. 
Wkatever tke ROF, multiple missile skots are kandled tke same way as 
otker multiple attacks for tke purposes of determining initiative. Tke ROF 
of eack missile weapon is listed in tke Weap ons Takles on page 139- 
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CASTING SPELLS 

Botk wizards and priests use tke same rules for casting spells. To cast a 
spell, tke ckaracter must kave tke spell memorized, if it is not memorized, 
tke spell cannot ke cast. Tke caster must ke akle to speak (not under tke 
effects of a Silence spell) and kave kotk arms free (not paralyzed or Held, 
for example), if tke spell is targeted on a person, place, or tking, tke caster 
must ke akle to see tke target. It is not enougk to cast a Firekall 150 feet 
akead into tke darkness; tke caster must ke akle to see tke point of explosion 
and tke intervening distance. Once tke casting kas kegun, tke ckaracter 
must stand still, (if you ckoose not to kave a spell caster cast a spell after 
you kave selected tke spell, tut L efore you kave selected a target, you can 
R-click to cancel tke spell and it will not ke lost from memory.) if you 
instruct a ckaracter to move after a spell kas keen started, tke spell could ke 
lost if tke casting kas kegun. 

Spell Disruption 

if tke spellcaster is struck ky a weapon or fails to make a saving tkrow 
kefore tke spell is cast, tke caster's concentration is disrupted. Tke spell is 
lost in a fizzle of useless energy and is wiped clean from tke memory of tke 
caster until it can ke rememorized. As a result, spellcasters are advised not 
to stand at tke front of any k attic. 

A ^roup of fighters standing ^own a mage or priest may often wish to 
eguip themselves with daggers or other swift weapons - these weapons 
may not do as much damage as a heavy mace, but their speed will 
disrupt the spell-caster’s incantations, preventing them from unleashing 
his arsenal 

- Hrothgar 

SAVING THROWS 

Saving Tkrows are measures of a ckaracter's resistance to special types of 
attacks - poisons, magic, and attacks tkat affect tke kody or mind of tke 
ckaracter. Tke akility to make successful saving tkrows improves as tke 
ckaracter increases in level, if a saving tkrow is made tkis may reduce damage 
or prevent tke effects of a spell or attack entirely. Some spe Us (e.g. tke 
Protection spells) greatly improve saving tkrows against different type of attacks. 

Save vs. Paralyzation, Poison, and Deatk Ma^ic: Tkis is used wkenever 
a ckaracter is affected ky a paralyzing attack (regardless of source), poison 
(of any strengtk), or certain spells and magical items tkat otkerwise kill tke 
ckaracter outrigkt (as listed in tkeir descriptions). 

Save vs. Rod, Staff, or Wand: As its name implies, tkis is used wkenever 
a ckaracter is affected ky tke powers of a rod, staff, or wand, provided 
anotker save of kigker priority isn't called for. 


ICEWIND DALE^ 





Save vs. Petrification or Polymorpli: Tkis is used any time a ckaracter 
is turned to stone (petrified) or polymorpked ky a monster, spell, or magical 
item (otker tkan a wand). 

Save vs. Breatk Weap on: A ckaracter uses tkis save wken facing 
monsters witk kreatk weapons, especially dragons. 

Save vs. Spell: Tkis is used wkenever a ckaracter attempts to resist tke 
effects of a magical attack, eitker ky a spellcaster or from a magical item. 


M odifying Saving Throws 

Magic items, certain rules, and special situations can modify saving tkrows. 

• Magical items like cloaks and rings of protection give konuses to a 
ckaracter's saving tkrow. 

• Magical armor allows a saving tkrow konus only wken tke save is 
made necessary ky sometking pkysical, wketker normal or magical. 

• Specific spells and magical items kave effects, kotk good and ill, on a 
ckaracter ’s saving tkrows. Some spells force tke victim to save witk a 
penalty, wkick makes even tke most innocuous spell quite dangerous. 
(Specific information can ke found in tke spell descriptions kelow.) 

MORALE 

Back creature kas a kase morale level. Every creature reacts differently wken 
morale kreaks - and often tkey will kreak at different levels of morale, or 
ckoose different types of attack depending on wkat tke current morale level 
is (melee if morale is kigk, ranged attacks if morale is lower, for example). 
Back creature kas a recovery time wkick indicates kow long it takes for tkat 
creature’s morale to return to normal - if someone’s morale fails, it will 
slowly creep kack to tke kaseline. Morale is negatively influenced ky factors 
suck as keing attacked ky powerful magic, ky seeing someone in tke party 
killed or knocked unconscious, ky losing a lot of kit points, or ky spotting a 
difficult foe. Goklins tends to ke a cowardly lot and flee wken tkey see one 
of tkeir numker fall or take tke sligktest damage, kut a pack of trolls may 
never kreak morale, even wken keing firek ailed. 

COMBAT EFFECTS AND RECOVERY 

Damage, wounds, and deatk are wkat can kappen to a ckaracter wken an 
opponent attacks kim successfully. Damage can also occur as a result of 
poison, fire, falling, acid, and ky trying anytking even remotely dangerous 
in tke real world. Damage from most attacks is measured in kit points (kp). 
Back ckaracter kas a current kit point total and a maximum kit point total. 
Back time a ckaracter is kit, ke suffers points of damage. Tkese points are 
suktracted from tke ckaracter’s current kit point total. Wken tkis reackes 0, 
tke ckaracter is dead, if one of your ckaracters suffers massive damage (i.e., 
leaves no kody except for ckunks), ke or ske can only ke raised ky means of 
a Resurrection spell. 
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H ealing and H it Points 



Players can regain lost kit points ky kealing — naturally or magically. Tke 
only limit to tke amount of damage a ckaracter can recover tkrougk kea ling 
is tke maximum kit points tke ckaracter kas. {Note: some necromantic spells 
can improve maximum kit points, kut only for a limited period of time.) 

Natural Healing 

Ckaracters keal naturally at a rate of several kit points per period (eigkt 
kours) of rest, if a ckaracter rests in a comfortakle room in an inn, ke or 
ske will recover kit points. Tke ketter (and more comfortakle) tke room 
is, tke more kit points are kealed — kut tke ketter tke room, tke greater 
tke cost. Camping in tke wilds will allow for memorization of spells, kut 
will not allow many kit points to ke regained. Resting is only possikle 
wken tkere are no enemies witkin visikle range of your party — if tkere 
are, you must move away, or make tkem your friends {Charm , dialogue, 
etc.) kefore you can rest. Some creatures may attack your party wkile 
resting; if tkis kappens, you will not keal or memorize spells. 



In Icewind Dale, resting is normally allowed only in inns, outdoor areas 
(provided aUtke monsters in tke vicinity or on tke map kave keen slain), 
or witk permission from a local resident. 

Magical Healing 

Healing spells, potions, and magical devices can speed tke process of 
kealing, closing wounds instantly and restoring tke party’s effectives in 
seconds. Magical kealing is particularly useful in tke midst of comkat or in 
preparation for a dangerous encounter. 

Raising tke Dead- 

Curative and kealing spells kave no effect on a dead ckaracter — ke can 
only ke returned to life witk a Raise Dead (tkis won’t work on elven 
ckaracters due to tkeir pkysiology) or Resurrection spell or item. 
Ckaracters slain ky a Disintegrate, Deatk Spell or Finger of Deatk spell 
cannot ke krougkt kack to life ky any means. 


Paralysis/H eld 

A ckaracter or creature affected ky paralysis kecomes totally immokile for 
tke duration of tke spell’s effect. Tke victim can kreatke, tkink, see, and 
kear, Lut ke is unakle to speak or move in any manner. 

Phased 

wken a ckaracter is pkased, ke kecomes temporarily disassociated in space. 
Altkougk ke can still move and attack as normal, ke will take minor damage 
over time until tke pkasing passes, at wkick point ke will resume kis normal 
pkysical form. 
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Poison 

A ckaracter or creature attacked witk a poisoned weapon or ky a venomous 
creature must make a saving tkrow vs. poison. Depending on tke type of 
poison, tkis saving tkrow will eitker negate tke effects of tke poison or 
lessen tkem. Most poisons are usually deadly witkin kours, so finding quick 
treatment is recommended. 

Disease 

Some creatures in tke game transmit disease tkrou gk tk eir touck or tkeir 
kite, if a ckaracter is diseased, ke continually takes damage over time until 
cured witk tke priest spell Cure Disease or a curative tkat specifically 
targets disease. * 

EXPERIENCE AND GAINING LEVELS ^ 

Every time ckaracters go on an adventure tkey learn sometking. Tkey may 

learn a little more akout tkeir pkysical limits, encounter a creature tkey kave 

never seen kefore, try a spell as yet unused, or discover a new peculiarity of 

nature. Tkese gains are measure Jky earning experience points (XP). ^ j 

Experience points represent a numker of factors: increased confidence, r ~ I 

pkysical exercise, insigkt, and on-tke-jok training. Wken a ckaracter earns _ J j 

enougk experience points to advance to tke next experience level, tke 

ckaracter kas kecome tougker and more powerful. ^ J 

G roup Experience Awards - Q uest Experience 

Experience points are earned tkrougk tke activities of tke ckaracters, wkick 
generally relate to tkeir adventuring goals. All ckaracters on an adventure rjjfl 

receive experience points for overcoming tkeir enemies or okstacles, and tke C-S 
amount is divided equally ketween tke ckaracters in your party. 

Experience Points for M uiti- and D uai-C iassed 

Characters in Icewind Daie ™ 

Multiclassed ckaracters kave more tkan one class. Tkey gain in levels in 
eitker two or tkree classes for tkeir entire careers, and can use tke akilities 
of any of tkeir classes at any time. As a result, experience points are evenly 
divided among all of tkeir classes, and tkey gain in levels according to tke 
experience point takles for eack class. Tkus, it can take a multiclassed 
ckaracter twice as long to gain levels as a single-classed ckaracter. 

Dual-classed ckaracters ckoose to focus on a second career at some point. 

At tkis point tkey stop gaining levels in tkeir original class, and start 
gaining levels in a new class. Tkey cannot, kowever, use any of tke akilities 
of tkeir old class until tkey kave gained at least one more level in tkeir new 
class tkan in tkeir old class. After tkis point, tkey can ckoose freely 
ketween tke akilities of eack class. Tke availakle akilities for kotk multi- 
and dual-classed ckaracters are skown ky tke kuttons at tke kottom of tke 
main interface screen wken tkat ckaracter is selected. 
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Tkere is one proviso for kotk multi- and dual- classed ckaracters, kowever - 
if tkey are wearing armor or using weapons not allowe Jty one of tkeir 
classes, tkeir akilities in tkat class are disakled (dimmed) until tkey stop 
wearing tkat armor or using tkat weapon. 

Experience Point Cap 

Icewind Dale kas a limit on tke amount of experience points a ckaracter 
can earn. Back ckaracter can only earn 1,801,000 experience points. Refer 
to tke experience point takles at tke end of tke manual for specifics tke 
maximum level for eack class. 

ATTRIBUTES 

Every person in tke Realms kas traits wkick set tkem apart from all otkers. Tke 
most pronounced differences will ke in tke areas of Race, Class, and Akdities. 

Race 

Race defines tke ckaracters species: kuman, elf, dwarf, gnome, kalf-elf, or 
kalfling. Race can limit a ckaracter's ckoice of classes. 

Human: Humans are tke predominant race in Faerun, and tkey rule most 
of tke significant empires and kingdoms in tke Forgotten Realms. Humans 
may ckoose any class, or dual-class if tkey wisk. 

Dwarves: Dwarves are skort stocky kumanoids witk ruddy ckeeks, dark 
eyes, and dark kair. Tkougk tkere are exceptions, tkey tend to ke a dour 
and taciturn people. Dwarves kave a natural resistance to magic and poison 
and possess infravision, wkick allows tkem to see warm ok j cats in tke dark. 
Dwarves gain a konus to Constitution, kut a penalty to Ckarisma. 

Elves: Elves tend to ke skorter and slimmer tkan kumans witk delicate 
features. Elves are generally looked upon as keing frivolous and aloof. Elves 
kave a natural resistance to ckarm and sleep magic, possess infravision, and 
are skilled in tke use of tke kow and long sword. Elves gain a konus to 
Dexterity, kut a penalty to Constitution. 

Gnomes: Kin to dwarves, gnomes are noticeakly smaller tkan tkeir distant 
cousins. (Gnomes, as tkey proudly maintain, are also less rotund tkan 
dwarves.) Most kave dark tan or krown skin, wkite kair, and ratker large 
noses. Gnomes kave natural resistance to magic and can see in tke dark witk 
infravision. Tkey gain a konus to Intelligence, kut a penalty to Wisdom. 

Halflin^s: Halflings are skort, generally plump people, muck like small 
kumans. Tkeir faces are round and kroad, and often quite florid. Tkeir kair 
is typically curly, and tke tops of tkeir feet are covered witk coarse kair. 
Halflings are kigkly resistant to poisons and magic, are naturally skilled 
witk slings as weapons, and kave a limited akility to see in tke dark. Tkey 
receive a konus to Dexterity, kut a penalty to Strengtk. 
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Half-Elves: Half-elves are a mix of kuman and elven klood. Tkey are 
kandsome folk, comkining tke kest of kotk races. A kalf-elf kas tke 
curiosity, inventiveness, and amkition of tkeir kuman ancestors, and tke 
refined senses, love of nature, and artistic tastes of tkeir elven keritage. 
Half -elves kave a limited resistance to Ckarm and Sleep spells and can see 
in tke dark witk infravision. 


Ability Scores 

Ability scores are tke six natural traits tkat represent tke kasic definition of 
a ckaracter. See Takle 1 on pages 132-134 for akility konuses and penalties. J 

Stren^tk: A ckaracter's muscle, endurance, and stamina. It is tke prime I 
requisite of warriors. ' 

Constitution: A ckaracter's fitness, kealtk, and pkysical resistance to 
kardskip, injury, and disease. 

Dexterity: A ckaracter’s kand-eye coordination, agility, reflexes and , 

kalance. It is tke prime requisite of tke tkief. 

Intelligence: A ckaracter's memory, reasoning, and learning aLility. It is p _ ? [ 
tke prime requisite of tke mage. ^ J j 

Wisdom: A ckaracter’s judgment and common sense. It is tke prime 
requisite of priests. 

Ckarisma: A ckaracter’s persuasiveness, personal magnetism, and akility to 
lead. Tkis akility is important to tke druid, bard and paladin. A J 

C lass ^ 

A ckaracter's class is similar to a profession or career. Tke ckaracter classes BA 

are divided into four groups of general occupations: warrior, wizard, priest, (Ly 

and rogue. Witkin eack group are several similar ckaracter classes. Jn|M 

Multic] iassed ckaracters are available to non-kumans only, altkougk kumans WH 
can ckoose to kecome dual-class later in tke game. 

Warriors 

Fighter: Tke figkter is a ckampion, swordsman, and soldier. He lives or 
dies ky kis knowledge of weapons and tactics. Figkters can ke found at 
tke front of any kattle, contesting toe-to-toe witk monsters and villains. 

Ag ood figkter needs to be strong and kealtky if ke kopes to survive. 

Special Abilities: Advanced Weapon Specialization. 

Restrictions: None. 

Ranger: Tke ranger is a kunter and a woodsman, skilled witk weapons 
and knowledgeable in tracking and woodcraft. Tke ranger often protects 
and guides lost travelers and konest peasant-folk. An akove average 
strengtk and wisdom are needed to ke a ranger. 
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special Abilities: Weapon Specialization, Dual Weapon Usage, Racial 
Enemy, Stealtk, and Ckarm Person/Mammal. At 8tk level, rangers gain 
tke ability to cast priest spells. 

Restrictions: Only kumans or half- elves can be rangers, and tkey must be 
of Good alignment. 

Paladin: A paladin is a warrior bold and pure, a paragon of virtue. Like 
tke figkter, tke paladin is a man of combat. However, tke paladin lives 
for tke ideals of rigkteousness, justice, konesty, piety, and ckivalry. He 
strives to be a living example of tkese virtues so tkat otkers mi ght 1 earn 
from kim as well as gain by kis actions. 

Special Abilities: Weapon Specialization, Lay Hands, Turn Undead, +2 
all Saving Tk rows. Protection from Evil, and Detect Evil. At 9th level, 
paladins gain tke ability to cast priest spells. 

Restrictions: Only kumans can be paladins, and tkey must be of Lawful 
Good alignment. 

Priests 

Cleric: Tke cleric is a generic priest (of any mytkos) wko tends to tke 
spiritual needs of a community. He is botk protector and kealer. He is 
not purely defensive, kowever. Wken evil tkreatens, tke cleric is well 
suited to seek it out on its own ground and destroy it. 

Special Abilities: Turn Undead, Spell Casting 
Restrictions: Cannot use bladed or piercing weapons. 

Druid: Tke druid serves tke cause of nature and neutrality; tke 
wilderness is kis community. He uses kis special powers to protect it and 
to preserve balance in tke world. 

Special Abilities: Skape Ckange, Spell Casting 

Restrictions: Human or Half-Elf only; leatker armor and bucklers only; 
can only wield clubs, darts, spears, daggers, slings, and staffs. 

Rogues 

Thief: To accomplisk kis goals, for good or ill, tke tkief is a skilled pilferer. 
Cunning, nimbleness, and stealtk are kis kallmarks. Wketker ke turns 
kis talent against innocent passers-by and wealtky merckants or 
oppressors and monsters is a ckoice for tke tkief to make. Tkere are four 
tkief abilities in Rewind Dale. At first level a tkief ckaracter will receive 
30 points to allocate among kis abilities. Every level tkereafter ke will 
gain an extra 20 points. See Table 2 on pg 135 to see Low a tkief' s 
abilities are modified according to race and dexterity. 

Special Abilities: Stealtk (and Backstab), Pick Pockets, Pick Locks, 
Eind/Remove Traps. 

Restrictions: Tkieves cannot be of Lawful Good alignment; tkey cannot 
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wear any armor otker tkan leatker or stucUecl leatker; tkey cannot use 
any skielJ except for kucklers and can only wield cluks, daggers, darts, 
crosskows, skort kows, slings, long swords, skort swords, and quarterstaffs 

Bard: Tke kard is a rogue, kut ke is different from tke tkief. His 
strengtk is kis pleasant and ckarming personality. A kard is a talented 
musician and a walking storekouse of gossip, tall tales, and lore. He 
learns a little kit akout everytking tkat crosses kis patk; ke is a jack-of- 
all-trades, kut master of none. Wkil e many kards are scoundrels, tkeir 
stories and songs are welcome almost everywkere. 

Special Akilities: Pick Pockets, Bard Songs, Spell Cast ing, Higk Lore akility. 

Restrictions: Human and Half-Elf only; must ke of partially Neutral 
alignment; cannot use a skield or armor keavier tkan ckainmail. 

Wizards 

M^age: Tke wizard is a master of skaping magical energies and casting 
tkem as spells. To do so, ke studies strange tongues and okscure facts and 
devotes muck of kis time to magical researck. A wizard must rely on 
knowledge and wit to survive. Wizards are rarely seen adventuring witkout 
a retinue of figkters and men-at-arms. Because tkere are different types 
(or sckools) of magic, tkere are different types of wizards. Tke generalist 
mage studies all types of magic and learns a wide variety of spells. His 
kroad range makes kim well suited to tke demands of adventuring. 

Special Abilities: Spell Casting. 

Restrictions: Mages cannot wear armor, and tkey can only wield daggers, 
staffs, darts, and slings. 

Specialist Wizards: Mages tkat specialize in a specific sckool of magic 
are allowed to memorize an extra spell of eack level (once tkey are akle to 
use spells of tke appropriate level). Tkey are prokikited from learning 
spells in tkeir opposition sckools (witk tke exception of Divination spells 
less up to 4tk level, wkick can ke used ky any specialist mage), and cannot 
ke comkined in a multiclass ckaracter (tkougk gnomisk ckaracters can 
kecome Figkter/lllusionists). Human specialist wizards can dual-class if 
tkey wisk. See Takle 4 on page 136 for opposition sckools. 

Ahju rer: Akjurers specialize in protective magic. 

Conjurer: Conjurers specialize in creating creatures and okjects to 
assist tkem. 

Diviner: Diviners specialize in detection and divining magic. 
Enchanter: Enckanters specialize in manipulating tke minds of otkers. 

illusionist: illusionists specialize in creating illusions to confuse and 
mislead. 

Invoker: Invokers specialize in Invocation/Evocation magic. 
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Necromancer: Necromancers specialize in deatk- related spells. 
Transmuter: Transmuters specialize in spells tkat alt er pkysical reality. 



MulticlasseJ Ckaracters (non-kuman) 

Fighter/T%ief: Tkis ckaracter kas tke akilities of a tkief and a figkter, 
kut tkey cannot use tkeir tkieving skills wkile wearing more tkan studded 
leatker armor. 

Fighter/ Cl eric: Tkis ckaracter kas tke akilities of a figkter and a cleric, 
kut tkey can only use weapons permitted ky tke cleric class. 

Fighter/Druid: Tkis ckaracter kas tke akilities of a figkter and druid, 
kut tkey can only use weapons permitted ky tke druid class. 

Fighter/Mage: Tkis ckaracter kas tke akilities of a figkter and a mage, 
kut tkey can’t cast spells wkile wearing armor. Gnomes can ckoose tkis 
multi-class, kut tkey must ke figkter/illusionists. Gnomes are tke only 
race tkat can comkine a specialist mage class in a multi-class. 

Fighter/Mage/Cleric: Tkis ckaracter kas tke akilities of a figkter, mage, 
and cleric, kut tkey cannot cast mage spells wkile wearing any armor, and 
are restricted to weapons allowed ky tke cleric’s class. Cleric spells may 
still ke cast wkile wearing armor. 

Fighter/Mage/Fhief: Tkis ckaracter kas tke akilities of a figkter, mage, 
and tkief, kut tkey cannot use tkeir tkieving skills wkile wearing anytking 
keavier tkan studded leatker armor, and cannot cast spells if wearing any 
armor at all. 

Mage/Cleric: Tkis ckaracter kas tke akilities of a mage and a cleric, kut 
weapons are restricted to only tkose allowed ky tke cleric’s class, and 
mage spells cannot ke cast wkile wearing armor. 

Mage/Thief: Tkis ckaracter kas tke akilities of a mage and tkief, kut 
mage spells cannot ke cast wkile wearing armor. 

Cleric/Ranger: Tkis ckaracter kas tke akilities of a cleric and ranger, kut 
weapons are restricted only tkose allowed ky tke cleric’s class. 

Thief/Cleric: Tk is ckaracter kas tke akilities of a tkief and cleric, w weapons 
are restricted to only tkose allowed ky tke cleric’s class. Tkey cannot use 
any tkieving akilities wken wearing armor keavier tkan studded leatker. 


Alignments 

Alignment reflects a ckaracter’ s attitude toward society and tke universe. 
Tkere are nine different alignments, eack descriked kelow: 

Lawful Good: Ckaracters of tkis alignment kelieve an orderly, strong 
society witk a moral government makes life ketter for tke majority of tke 
people, wken people respect tke laws and kelp one anotker, society as a 
wkole prospers. Tkerefore, lawful good ckaracters strive for tkose tkings 
tkat will kring tke greatest kenefit to tke most people and cause tke least 
^ ^ karm. Lawful good ckaracters keep tkeir word. 
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Neutral Good: Tkese ckaracters kelieve a kalance of forces is important, kut 
tkat tke concerns of law and ckaos do not moderate tke need for good. Since 
tke universe is vast and contains many creatures striving for different goals, 
a determined pursuit of good will not upset tke kalance; it may even maintain 
it. if fostering good means supporting organized society, tken tkat is wkat 
must ke done, if good can only come akout tkrougk tke overtkrow of existing 
social order, so ke it. Social structure itself kas no innate value to tkem. 

Ckaotic Good: Ckaotic good ckaracters are individualists witk a kenevolent 
streak. Tkey kelieve in all tke virtues of goodness and rigkt, kut tkey kave 
little care for laws and regulations. Tkeir actions are guided ky tkeir own 
moral compass wkick, altkougk good, may not always ke in perfect agreement 
witk tke rest of society. 

Lawful Neutral: Order and organization are of paramount importance to 
ckaracters of tkis alignment. Tkey kelieve in a strong, well-ordered 
government, wketker tkat government is a tyranny or kenevolent 
democracy. Laws must ke created and okeyed. Tke kenefits of organization 
and regimentation far outweigk any moral questions raised ky tkeir actions. 
An oatk is kinding, regardless of consequences. A completely impartial 
magistrate, or a soldier wko never questions kis orders, are good examples 
of lawful neutral kekavior. 

(True) Neutral: True neutral ckaracters kelieve in tke ultimate kalance of 
forces and refuse to see actions as eitker good or evil. True neutrals avoid 
siding witk tke forces of eitker good or evil, law or ckaos. It is tkeir duty to 
see tkat all of tkese forces remain in kalanced contention. True neutral 
ckaracters sometimes find tkemselves forced into ratker peculiar alliances. 
To a great extent, tkey side witk tke underdog, sometimes even ckanging 
sides as tke previous loser kecomes tke winner. A true neutral druid migkt 
join tke local karony to put down a trike of goklins, only to drop out or 
switck sides wken tke goklins were krougkt to tke krink of destruction. 


Ckaotic Neutral: Ckaotic neutral ckaracters keli 


leve mere is no or 


rder to 


anytking, including tkeir own actions. Witk tkis as a guiding principle, 
tkey tend to follow wkatever wkim strikes tkem at tke moment. Good and 
evil are irrelevant wken making a decision. Ckaotic neutral ckaracters are 
extremely difficult to deal witk. Suck ckaracters kave keen known to 
ckeerfully and for no apparent purpose gamkle away everytking tkey kave 
on tke roll of a single die. 

Lawful Evil: Tkese ckaracters kelieve structure and organization elevate 
tkose wko deserve to rule. Tkey prefer a clearly defined kierarcky ketween 
master and servant, if someone suffers kecause of a law tkat kenefits lawful 
evil ckaracters, too kad. Lawful evil ckaracters okey laws out of fear of 
puniskment or pride of power. Because tkey konor any contract or oatk 
tkey kave made, lawful evil ckaracters are careful akout giving tkeir word. 
Once given, tkey kreak tkeir word only if tkey can find a way to do it 
witkin tke laws of tke society. 
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Neutral Evil: Neutral evil ckaracters are primarily concernecl witk tkemselves 
and tkeir own advancement, if tkere is a quick and easy way to gain a profit, 
wketker it ke legal, questionakle, or okviously illegal, tkey take advantage of 
it. Altkougk neutral evil ckaracters do not kave tke every-man-for-kimself 
attitude of ckaotic evil ckaracters, tkey kave no qualms akout ketraying 
tkeir friends and companions for personal gain. Tkey typically kase tkeir 
allegiance on power and money, wkick makes tkem quite receptive to krikes. 

Ckaotic Evil: Ckaotic evil ckaracters are motivated ky personal pleasure. Tke 
strong kave tke ri gkt to take wkat tkey want, and tke weak are tkere to ke 
exploited. Wken ckaotic evil ckaracters kand togetker, tkey are not motivated 
ky a desire to cooperate, kut ratker to oppose powerful enemies. Suck a group 
can ke keld togetker only ky a strong leader capakle of kullying kis underlings 
into okedience. Since leaderskip is kased on raw power, a leader is likely to 
ke replaced at tke first sign of weakness ky anyone wko can take kis position 
away from kim. 

H it D ice 

u As ckaracters go up levels, tkeir numker of kit points increase kased on tkeir 
■if Hit Dice. Back class kas a different kit die wkick reflects tkeir akility to 
^ avoid damage in comkat. For example, figkters kave a dlO, wkick indicates 
^ tkat tkey gain 1-10 kit points wken going up a level. A mage, on tke otker 
kand, keing a poor figkter, gains only 1-4 kit points wken going up a level. 
Tke numker of Hit Dice eack class receives is skown on page 135-136. 

► 

^ Weapon Proficiencies 

^ Weapon proficiency represents a ckaracter’s knowledge and training witk a 
n specific weapon. Wken a ckaracter is created ke or ske kas a few initial slots 
7 wkick must te filled immediately kefore tke ckaracter emkarks on tkeir first 
n adventure. A ckaracter can assign weapon proficiency slots only to tkose 
^ weapons allowed ky kis or ker ckaracter class. As a ckaracter reackes kigker 
experience levels, ke also earns additional weapon proficiency points tkat 
can ke assigned. Tke rate at wkick proficiencies are gained depends on tke 
ckaracter s class; figkters gain proficiencies very quickly, mages very slowly. 

A ckaracter witk a specific weapon proficiency is skilled witk tkat weapon. 
Hence, if you kave assigned one proficiency point to a ckaracter, ke or ske 
can attack witkout penalty using tkat weapon, if you equip a ckaracter witk 
a weapon tkat ke or ske is not proficient witk, tkey suffer penalties to kit 
and damage. 

Proficiencies 

Tke proficiencies kreak down as follows: 

Great Swords Bastard Swords, Two-Handed Swords 

Long Swords Long Swords, Broad Swords, Scimitars 

Short Swords Skort Swords 
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Daggers 

Daggers (and Ttrowing Daggers) 

Axes 

Axes, Two-Handed Axes, Ttrowing Axes 

Halherds 

Halterds 

Spears 

Spears 

Maces 

Maces, Morning Stars 

Flails 

Elails 

Hammers 

Hammers, Two-Handed Hammers 


Cluhs 

Quarterstaffs 

Crosshows 

Bows 

Missile Weapons 


Cluts 

Staffs 

Crosstows 

Bows 

Slings, Darts 




Special Abilities 

Cure Disease 

Paladins tave tte atility to cure disease once per day. Ttis is identical to 
tte 3rd level priest spell, Cure Disease. 

Detecting Secret Doors 
Eact ctaracter tas 
Tteir ctances are c 



teir secret door detection atility on at all times, 
iculated using tte following: 

© 

Eigtter: 10% 

Cleric: 10% 

an 


Mage: 5% 

Ttief: 15% 

Depending on Race, ttey also get a tonus: 

Elf: 20% Halfling: 5% 

Dwarf: 10% 

Wten a ttief tas tis find traps atility on, te tas a 100% ctance to 
detect secret doors. 

Druidic Shape Change 

At tigter levels druids can ctange tteir stape into ttree different animals, 
eact once per day. Ttey can ctoose to transform into a polar tear, winter 
wolf, or toring teetle. Depending on tte druid, tte animals will tave 
more tit points, faster movement rates, or extremely damaging claw and 
tite attacks, wtict are perfect for comtat situations. 

Dual Weap on Usage 

Rangers get 1 tonus attack per round if ttey are using eitter a small or 
large sword. Ttey get tte tonus attack only if ttey tave a 1 tanded 
sword equipped, and no stield. 
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Find Traps 

Wken tkieves select tke find traps mode, tkey will continually look 
around for traps. Tke traps kave a ckance of keing found ky tke tkief at 
any time kased on tkeir aki lity, SO moving slowly can make finding more 
likely, if a tkief ckooses any otker action, ke is unakle to find traps until 
tkis mode is reselected. Traps are outlined in red. Once found, tke tkief 
can use tke find traps skill to try and disarm it. 

identify Items 

Wkenever you R- click on an item, tke lore skill of your ckaracter is 
compared to tke lore value of tke item under consideration, if tke lore 
skill is kigk enougk, you successfully identify tke item and can see wkat 
it does, if you cannot identify an item witk any of your ckaracters you 
can always cast tke identify spell or take tke item to a store or temple and 
kave it identified... for a price. 

Immunity to Disease 

Paladins are immune to tke effects of disease. 

Infravision 

Infravision allows you to see more clearly in tke dark ky revealing tke 
keat generated ky kodies. All warm-klooded creatures appear as red 
skapes if tkey are in tke dark, at nigkt. Undead or cold-klooded creatures 
are not affected ky tkis spell or akility. Elves, kalf-elves, gnomes, and 
dwarves use tkis akility automatically at nigkt or in dark conditions. 

Lay Hands 

A paladin can keal kimself or otkers ky laying kis kands upon tkem. A 
paladin can keal 2 kit points per experience level in tkis manner. Tkis 
akility is usakle once per day. 

Lore 

Back ckaracter kas a lore rating. Every item kas a lore value, if a 
ckaracter^s lore rating is equivalent or kigker tkan an item s lore value, 
ke can identify tkat item. As ckaracters gain levels, tkey are akle to 
identify items kased on tkeir experience. Tkis is listed in tke takle kelow: 

Bard: +10 lore/level. 

Tkief: + 3 lore/level. 

Mage: +3 lore/level. 

All otker classes: +1 lore/level. 

Ckaracters receive konuses and penalties to tkeir lore kased on tkeir 
Intelligence and Wisdom. Tke modifier is not cumulative witk eack level, 
kut eack akility konus is applied separately. It is a one-time konus at 
ckaracter creation. See tke takles on page 133 for akility konuses and 
modifiers. (E.g. A ckaracter witk 18 Wisdom (+10) and 15 Intelligence 
( + 5) would kave +15 to Lore.) 
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Magic Resistance 

Magic resistance enables a creature to ignore tke effects of spells and 
spell-like powers, if a creature fails to avoid a spell due to magic resistance, 
ke or ske can stiU make a saving tkrow against tkat spell to avoid tke 
effects. Mag ic Resistance does not affect kealing spells or spells tkat 
kenefit tke target. 

Protection from Pvil 

Paladins kave an innate akility to ward off tke forces of evil. Tkey can 
use tkis akility tkrougk tke Special Akilities kutton; tke effect is 
identical to tke Ist-level wizard spell Protection from Evil. 

Rada] Pnemy 

Rangers tend to focus tkeir efforts against one particular type of 
marauder. Wken tke ranger encounters tkat enemy, ke gains a +4 konus 
to kis attack rolls. However, tke Ranger suffers a -4 penalty to all 
encounter reactions witk tkese creatures as well, skould ke kave to speak 
witk tkem. Rangers ckoose tkeir racial enemy wken tkey create tkeir 
ckaracter, and tkey can pick from tke following creatures: Corporeal 
Undead (gkouls, zomkies and wigkts). Giants, Goklins, Lizard Men, 
Ores, Salamanders (fire and frost). Skeletal Undead (skeletons, lickes). 
Spectral Undead (gkosts, skadows, wraitks, specters). Spiders, Umker 
Hulks and Yuan-Ti. 

Specialization 

Figkters, paladins, and rangers can train and kone tkeir weapons skills to 
kigker levels tkan otker classes. Tkis is accomplisked ky assigning more 
proficiencies to a single weapon. Missile weapons can not ke specialized 
akove tke level of Master (3 points spent). 



1 Note tkat paladins and rangers cannot kone tkeir weapon skills keyond “specialized.” 


2 Note tkat kows and crosskows do not receive tke additional multiple attacks per 
round, tkougk tkey do get konuses to kit and to damage. 



Tke numker of attacks listed akove applies only to melee weapons. Note 
tkat an extra 1/2 attack is gained at 7tk level in addition to tkose skown 
on tke takle. 


BLACK ISLE STUDIOS 


73 






Spell Casting 

See Magic and tke Spell System in IcewinJ Dale starting on page 74. 

Stealth (HiJe in Shadow s/MiOve Silently) and Bachstah 

Tkieves and Rangers can enter stealtk mode - effectively kecoming 
invisikle for a time - ky kitting tke stealtk kutton. Note tkat Stealtk is 
affected ky tke skadows in tke area (tke darker tke area, tke greater tke 
ckance of success). For tkieves, keing stealtky kas an added konus - once 
invisikle, tkeir next attack is a kackstak for 2x, 3x, or 4x damage, 
depending on tke tkief s level. Moving around risks detection. Once a 
tkief attacks tke stealtk mode is ended until successfully reselected. Tke 
tkief must ke out of kis enemy's direct line of sig kte fore ke can enter 
stealtk mode again. 

Note tkat tkere are points in tke game wkere even a ckaracter wko is 
kidden or invisikle will still ke seen and detected in order to allow tke 
advancement of tke plot. Tke detection is usually followed ky tke NPC 
''spotting" tke PC and initiating dialogue or a scripted sequence. 

Altkougk Rangers can wear a wider range of armor tkan tkieves, tkey 
gain penalties to tkeir stealtk skill tke keavier tke armor tkey re wearing. 
It's kard to ke stealtky in plate mail. 

Thieving (Pick Pockets, Open Locks, Remove Traps) 

Tkieves can pick pockets (random ckance of an item carried ky tke 
kapless victim), pick locks, and remove traps as well. Tkis is ackieved ky 
selecting tke tkieving kutton and clicking on tke target. 

Turning Undead 

One important, and potentially life-saving, comkat akility availakle to 
priests and paladins is tke akility to turn undead (note tkat druids cannot 
turn undead). Tkrougk tke priest or paladin, tkeir deity manifests a 
portion of its power, terrifying undead creatures or klasting tkem out of 
existence. However, since tke power must ke ckanneled tkrougk a mortal 
vessel, success is not always assured. Tkis akility is a mode selection for 
tkat ckaracter — notking else can ke attempted wkile ke or ske is 
attempting to turn undead. Good priests and paladins can turn undead 
so tkey lose morale and run away, or (less often) destroy tkem outrigkt. 
Evil priests can sometimes gain control of undead, wko can tken perform 
actions for tke priest. Tke turning undead akility improves witk level. 

MAGIC AND THE SPELL SYSTEM 

Tke spells are organized according to tkeir group (priest or wizard) and 
level. Witkin eack level, tke spells are arranged alpkaketically. All times are 
listed in game time (9 kours equates to 9 kours in tke game). Eack spell 
description contains tke following game information: 

Sckool: In parentkeses after tke spell name is tke name of tke sckool(s) of 
magic to wkick tke spell kelongs. For wizard spells, tkis defines wkick spells 
a wizard specialist can learn, depending on tke wizard's sckool of specialization. 
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For priest spells, tke sckool notation is used only for reference purposes, to 
indicate wkick sckool tke spell is considered to kelong to. 

Ran^e: Tk is lists tke distance from tke caster at wkick tke spell effect occurs 
or kegins, in feet. Tke ^Taster’^ indicates tke spell can ke used on tke caster 
only, witk tke effect emkodied witkin or emanating from kim. ^^Touck^^ 
means tke caster can use tke spell on otkers if ke can pkysically touck tkem 
(tkat is, score a successful to kit roll). Healing spells require no to-kit roll. 

Duration: Tkis lists kow long tke magical energy of tke Spell lasts. Spells 
of instantaneous duration come and go tke moment tkey are cast, altkougk 

ke permanent and unckangeakle ky normal 


tke results of tk( 


esc spells may 


s. Spells of permanent duration last until tke effects . 


gated ky 
akle duration. 


ad tke effect of 


a success: 




e: ^^Neg 


results m 


tke spell kaving no 
amount of 


1 ^ 


some means, usually ky a dispel magic. Some spells kave a variat) 

Casting Time: Tkis represents a fraction of tke spell caster's seven second 
personal initiative round wkick is used performing tke ckants and motions 
necessary to cast tke spell. Tkis time is exactly equivalent to tke speed 
factor of a weapon. Tke Spell casting time is varied ky an initiative roll tkat 
is performed eack time a spell is cast. 

Area of Effect: Tk is lists wkat is affected ky tke spell, ke it an area, or a 
group of creatures. Some spells (suck as kless ) affect tke friends or enemies 
of tke caster. In all cases, tkis refers to tke perception of tke caster at tke 
time tke spell is cast. 

Note tkat it is possikle to run out of an area of effect wken a spell is 
triggered (for example, it is possikle to run out of tke klast radius of a 
firekall wkile it's exploding). 

Saving Tk row: Tkis lists wketker tke spell allows tke target a saving tkrow 



effect; means tke ckaracter suffers kalf tke norma 

damage; ''None" means no saving tkrow is allowed. 

Spell Description: Tke text provides a complete description of kow tke 
spell functions. 

Conjuring: In Icewind Dale, you'll kave tke opportunity to summon real 
or illusionary creatures to figkt for your party (Animal Summoning, 
Monster Summoning, Skadow Monsters, and so on). Wkile tkese spells are 
incredikly useful, tkere is a limit on tke numker of summoned creatures 
you can kave at any one time - generally, one or two summon spells will 
take you to tke maximum numker of creatures you can conjure, so don't 
plan on keing akle to summon an army to figkt for you. 
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ICEWIND DALE SPELLS 


MAGE SPELLS, LEVEL ONE 

Armor (Conjuration) 

Range: Caster Area of Effect: Caster 

Duration: Q Hours Saving Throw: None 

Casting Time: 1 round 

® Armor creates a magical field of force witk tke strengtk of scale mail 
armor (AC 6). Its effects are cumulative witk Dexterity and, in tke 
case of figkter/mages, witk tke skield konus. Tke spell does not kinder 
movement, adds no weigkt or encumkrance, nor does it prevent spell 
casting. It lasts until successfully dispelled or until tke duration runs out. 

Burning Hands (Aiteration) 

Range: Caster Area of Effect: Caster 

Duration: Instantaneous Saving Throw: 1/2 

L Casting Time: 1 

wizard casts tkis spell, a jet of searing flame skoots from 
LjUU kis fingertips. Tke flame jets are five feet in lengtk and spread out in 
, a korizontal arc o [ akout 120 de grees in front of tke wizard. Any creature 
in tke area of effect suffers 1-3 kit points of damage, plus 2 points per level 
of experience of tke spellcaster, to a maximum of 1-3 + 20 points of fire 
damage, if tke target saves vs. spell, tkey only take kalf damage. 

Charm Person (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 1 person 

Duration: 1 turn Saving Throw: Neg. 

Casting Time: 1 

^ Tkis spell affects any single person it is cast upon. Tke term ^^person^’ 

J includes any kipedal kuman, demikuman, or kumanoid of man-size 
or smaller, suck as dwarves, elves, gnolls, gnomes, goklins, kalf-elves, kalflings, 
kalf-orcs, kokgoklins, kumans, lizard men, ores, troglodytes, and otkers. 
Tkus, a lOtk-1 evel figkter could ke ckarmed, kut an ogre could not. Tke 
person receives a saving tkrow vs. spell to avoid tke effect, if tke save is 
failed, tke victim regards tke caster as a trusted friend and ally to ke keeded 
and protected. Tke caster may give kim orders, and tke ckarmed individual 
will carry tkem out witkout question. 

if tke caster karms, or attempts to karm, tke ckarmed person ky some 
overt action, or if a dispel magic spell is successfully cast upon tke ckarmed 
person, tke Ckarm Person spell is kroken. if two or more ckarm effects 
simultaneously affect a creature, tke most recent ckarm takes precedence. 
Note tkat tke sukject kas full memory of tke events tkat took place wkile 
ke was ckarmed. No ckarmed creatures may leave tke area or attack non- 
kostile targets. 
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MAGE SPELLS, LEVEL ONE 


Chill Touch (Necromancy) 

Range: Caster Area of Effect: Caster 

Duration: 3 rounds -\~1 round/level Saving Throw: Neg. 

Casting Time: 1 

□ Wken tke caster completes tkis spell, a klue glow encompasses kis 
kand. Tkis energy attacks tke life force of any creature upon wkick 
tke wizard makes a successful melee attack. Tke toucked creature must make 
a saving tkrow vs. spell or suffer 1-4 points of cold damage and receive a -1 
THACO modifier for one kour after keing struck, if tke creature is an 
undead creature, tkey are affected ky panic for 1-4+1 turns per level of 
tke caster. Undead suffer no damage or to kit penalty from ckill touck. 

Chromatic Orb (Evocation) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: Special Saving Throw: Neg. 

Casting Time: 1 

Tkis spell creates a 4-inck-diameter spkere tkat can ke kurled 
unerringly to its target. Tke ork's effect depends on tke level of tke 
wizard: A Ist-level spkere inflicts 1-4 damage and klinds tke target for one 
round. A 2nd-level spkere inflicts 1-6 damage and inflicts pain upon tke 
victim. A 3rd-level spkere deals 1-8 damage and kurns tke victim. A 4tk- 
level spkere deals 1-10 damage and klinds tke target for four turns. A 5tk 
to 6tk-l evel spkere deals 1-12 damage and stuns tke target for tkree rounds. 
Tke 7tk to 9tk-level spkere deals 2-1 6 damage and paralyzes tke victim for 
13 rounds. A lOtk to lltk level spkere turns tke target to stone if tkey fail 
tkeir saving tkrow, and slows tkem for five rounds if tkey succeed. A 12tk 
level spkere causes deatk if tke target fails tkeir saving tkrow, or paralysis for 
four roun ds if tkey succeed. Unless stated otkerwise in tke akove description, 
a save against tkis spell negates kotk tke damage and tke otker effects. 

Color Spray (Alteration) 

Range: Caster Area of Effect: S' x 20' x 20' wedge 

Duration: Instantaneous Saving Throw: Neg. 

Casting Time: 1 

Tkis spell creates a vivid, fan-skaped spray of clasking colors to 
spring fortk from tke caster’s kand. From one to six creatures witkin 
tke area are affected in order of increasing distance from tke wizard. All 
creatures in tke area akove tke level of tke caster or ones tkat kave greater 
tkan 6 Hit Dice (or are greater tkan 5tk Level) must make a saving tkrow 
vs. spells. Tke spell’s effects depend on tke caster — creatures witk Hit 
Dice/levels less tkan or equal to tke caster are knocked unconscious for 2-8 
turns, tkose witk Hit Dice/levels one or two greater tkan tke wizard are 
klinded for 1-4 turns, and any otker creatures are stunned for 1 turn. 


BLACK ISLE STUDIOS 


77 







Friends (Enchantment/Charm) 

Range: Caster Area of Effect: Caster 

Duration: 1-4 rounds + 1 round/Ievel Saving Throw: Special 
Casting Time: 1 

A Friends spell causes tke wizard to temporarily gain 5 points of 
Ckarisma. Tkose wko view tke caster tend to ke very impressed witk 
turn and make an effort to kelp kim. Officious kureaucrats migkt decide to 
become kelpful; surly gate guards migkt wax informative; attacking ores 
migkt spare tke caster’s life, taking kim captive instead. 

G rease (C onjuration) 

Range: 10 yards Area of Effect: 5-foot radius 

Duration: 3 rounds +1 round/level Saving Throw: Special 
Casting Time: 1 

H a Grease spell covers tke ground witk a slippery layer of a fatty, 

greasy nature. Any creature entering tke area or caugkt in it wken 
tke spell is cast must save vs. spell every round or kave tkeir movement rate 
slowed to a crawl as long as tkey are in tke area of effect. Tkose wko 
successfully save can move normally. 


Identify (Divination) 

Range: 0 Area of Effect: 1 item in inventory 

Duration: 1 item Saving Throw: None 

Casting Time: Special 

I n I identify is cast ky rigkt-clicking an unidentified okject from tke 
I ° I inventory screen. Wken cast, tke spell identifies tke item’s name, 
wkat it does, and if it kears a curse. Tke identify spell (wketker cast ky tke 
mage or cast from a scroll) only works on items in tke caster’s inventory. 


Infravision (Divination) 

Range: Touch 
Duration: 8 hours 
Casting Time: Special 

Tke recipient of tkis spell gains tke akility to see witk infravision, 
just as an elf or dwarf. 


Area of Effect: 1 creature 
Saving Throw: None 




Larioch's M inor Drain (Necromancy) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 1 

Witk tkis spell tke wizard drains tke life force from a target and adds 
it to kis own. Tke target creature suffers 1-4 damage, wkile tke 
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wizard gams 1-4 kit points, if tke wizard goes over kis maximum kit point 
total witk tkis spell, ke loses tkem after a turn. 

Magic Missile (Evocation) 


Range: Sight of caster 

Area of Effect: 1 creature 

Duration: Instantaneous 

Saving Throw: None 

Casting Time: 1 



j Tke Magic Missile spell creates up to 5 missiles of magical energy 
tkat dart fortk from tke wizard's fingertip and unerringly strike a 
target. Back missile inflicts 2-5 points of damage. For every two extra 
levels of experience, tke wizard gains an additional missile - ke kas two at 
3rd level, tkree at 5tk level, four at 7tk level, etc., up to a maximum of five 
missiles at 9tk level. 


Protection from Evil (Abjuration) 

Range: Touch Area of Effect: The caster 

Duration: 2 rounds/level Saving Throw: None 

Casting Time: 1 

Wken tkis spell is cast, a magical karrier forms around tke recipient. 
^*^1 It moves witk tke target and kas two effects: First, tke protected 
creature receives a +2 konus to tkeir Armor Class and a +2 to Saving Tkrows. 
Second of all, tke creature kecomes immune to ckarm-kased spells or effects 
(Ck arm Person, Ckarm Person or Mammal, Domination, and so on). 

Protection from Petrification (Abjuration) 

Range: Touch Area of Effect: 1 creature 

Duration: 3 rounds/level Saving Throw: None 

Casting Time: 1 

Tkis spell grants tke recipient immunity to all petrification attacks. 
^*^1 Tkis includes kasdisk and medusa gaze, cursed scrolls of petrification, etc. 


Shield (Evocation) 

Range: Caster Area of Effect: Caster 

Duration: 5 rounds/level Saving Throw: None 

Casting Time: 1 

Pjl Wken tkis spell is cast, an invisikle karrier comes into keing in front 
of tke wizard. It sets tke caster's Armor Class to 4 against normal 
weapons, 2 against missile weapons and makes tke wizard immune to any 
Magic Missiles cast at kim. 
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Shocking Grasp (Alteration) 

Range: Touch. Area of Effect: 1 creature 

Duration: Special Saving Thrc 

Casting Time: 1 


None 


Wken tke wizard touckes a creature wkile tkis spell is in effect, an 

4- T o 4-/-» ft. 


electrical ckarge will deal 1-8 + (1/level of tke caster) damage to tke 
creature. Tke wizard only kas one ckarge, and once an opponent kas keen 
toucked tke spell s energies kave keen used. Tke spell always kits unless tke 
mage is disrupted. 

Sleep (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 15-foot radius 

Duration: 5 rounds/level Saving Throw: Neg. 

Casting Time: 1 

S Sleep causes a comatose slumker to come upon 2-8 kit dice/1 evels of 
creatures (otker tkan undead and certain otker creatures specifically 
excluded from tke spell's effects). All creatures to ke affected ky tke Sleep 
spell must ke witkin 30 feet of eack otker. Monsters witk 4-h3 Hit Dice (4 
Hit Dice plus 3 kit points) or more are unaffected. Tke center of tke area of 
effect is determined ky tke spellcaster. Tkougk it's not tke stuff of wkick 
legends are made, magically sleeping opponents can ke attacked witk 
sukstantial konuses — al tkougk tkey will awaken after tke first kit. 


MAGE SPELLS, LEVEL TWO 

Agannazar's Scorcher (Evocation) 

Range: Sight of caster Area of Effect: 2-foot hy 60-foot jet. 

Duration: Instantaneous Saving Throw: None 

Casting Time: 3 

Upon casting tkis spell a jet of flame appears at tke caster's fingertips 
and skoots toward a target of tke caster's ckoice. Tke flame causes 3-18 
points of kre damage to tke target, no saving tkrow allowed — anyone in tke flame's 
patk takes 2-l6, kut tkey are allowed a saving tkrow vs. spells for kalf damage. 

Blindness (Illusion/Phantasm) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: 8 hours Saving Throw: Neg. 

Casting Time: 2 

Tkis spell klinds its target. A saving tkrow is allowed, and if 
successful, tkere are no karmful effects, if a victim is tlinJeJ ke 
receives -4 to kis attack rolls, and a -4 to kis Armor Class. 


to 
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Blur (Illusion/Phantasm) 

Range: Caster Area of Effect: Caster 

Duration: 3 rounds + 1 round/level Saving Throw: None 
Casting Time: 2 

Blur causes tke wizard’s tody to tecome tlurred, stifting and 
J wavering. Ttis distortion gives tke wizard +1 to all saving tkrows, 
and all missile and melee attacks kave a -3 to kit kim. 


Decastave (Evocation) 


Range: Caster 

Area of Effect: Caster 

Duration: 1 round/level 

Saving Throw: None (V 

Casting Time: 2 



hV r I Tkis spell creates a staff of force in tke caster’s kand. It is treated as 
I a magical weapon, doing 1-6 kit points of damage per kit, and it can 
lit creatures immune to normal weapons. It is a staff, k owever, so if tke 
caster does not kave a proficiency in staff weapons, tken tke Decastave is 
used at a penalty. Tke staff also kas tke power to drain a target of 1-2 kit 
points on tke first strike. Tkese kit points are added to tke caster’s, kut 
tkey can only keal damage tke caster kas taken; tkey will not raise kis kit 
points keyond kis normal maximum. 


Detect Evil (Divination) 

Range: Caster Area of Effect: 10 X 180 ft. path 

Duration: 5 rounds/level Saving Throw: None 

Casting Time: 2 

Tkis spell is similar to tke 1st level priest spell. Detect Evil. Any evil 
* “^l creature witkin tke range of tke spell will glow red kriefly. 

Detect Invisibiiity (Divination) 

Range: Sight of caster Area of Effect: Sp ecial 

Duration: 4 turns Saving Throw: None 

Casting Time: 2 

Wken tke wizard casts a Detect Invisikility spell, ke dispels any 
^ '^1 invisikility and reveals any kidden ckaracters in tke area of effec ; 

(i.e., tkieves using stealtk). Note: if an invisikle creature enters tke area of 
effect after tke spell kas already keen cast, tke creature will remain invisikle. 
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Ghoul Touch (Necromancy) 

Range: Caster Area of Effect: Caster 


Duration: 6 rounds 
Casting Time: 3 


Saving Throw: Neg. 


^ Wken tke caster completes tkis spell, a green glow encompasses kis 
kanJ. If tke wizard makes a successful melee attack against a creature, 
tke creature must make a saving tkrow vs. spell or ke paralyzed for six rounds. 


Horror (Necromancy) 

Range: Sight of caster 
Duration: 1 turn 
Casting Time: 2 

I tv I All enemies witkin tke 


Area of Effect: 30- foot cube 
Saving Throw: Neg. 


tv All enemies witkin tke area of effect must save vs. spell or flee in 
terror. Certain creatures, suck as undead, are immune to tkis spell. 

Invisibility (I iiusion/Phantasm) 

Range: Touch Area of Effect: 1 creature 

Duration: 4 hours or special Saving Throw: None 

Casting Time: 2 

S Tkis spell turns a creature invisikle and makes it undetectakle ky 
normal vision or infravision. Items dropped or put down ky tke 
invisikle creature kecome visikle, items picked up disappear if tucked into tke 
clotking or pouckes worn ky tke creature. Tke Spell remains in effect until 
it is magically kroken or dispelled, until tke recipient attacks any creature, 
or until 24 kours kave passed. Tkus tke invisikle keing can open doors, 
talk, eat, climk stairs, etc., kut if ke attacks or casts a spell, ke immediately 
kecomes visikle (altkougk tke invisikility enakles kim to attack first). 


Knock (Alteration) 

Range: Sight of caster Area of Effect: Locked door or chest 

Duration: Special Saving Throw: None 

Casting Time: 1 

■■ |Hl Tiie Knock spell opens locked, keld or wizard locked doors. It opens 

~ secret doors, as well as locked koxes or ckests. It does not raise 

narred gates or similar impediments. 
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Know Alignment (Divination) 


Range: 10 yards 

Area of Effect: 1 creature 

Duration: 1 round 

Saving Throw: Neg. 

Casting Time: 1 round 


D a Know Alignment spell enatles tke mage to read a creature's aura, if 
tke creature rolls a successful saving tkrow vs. spell, tke caster learns 


notking akout tkat particular creature from tke casting. Certain magical 
devices negate tke power of tke Know Alignment spell. Evil creatures will glow 
red, neutrals klue, and friendly creatures will glow green for a krief period. 


Luck (Enchantment/Charm) 

Range: 10 yards Area of Effect: 1 creature 

Duration: 3 rounds Saving Throw: None 

Casting Time: 2 


^ Tke recip ent of tkis spell gains superkuman luck for tke next 3 
rounds. He receives a +1 konus to kis saving tkrows, attack rolls, 
tkieving skills, etc. 


Meif's Acid Arrow (Conjuration) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: Special Saving Throw: Special 

Casting Time: 2 


Tkis spell creates a magical arrow tkat speeds unerringly to its 
^ target. Tke arrow kas no attack or damage konus, kut it inflicts 2-8 


points of acid damage. (Tkere is no splask damage.) For every tkree levels 
tke caster kas ackieved, tke acid lasts anotker 1 round, inflicting anotker 
2-8 points of damage. So at 3rd-5tk leve l,tk e acid lasts 2 rounds, at 6tk- 
8tk level, tke acid lasts for 3 rounds, etc. 


Mirror Image (Illusion/Phantasm) 

Range: Caster Area of Effect: 6-foot radius 


Duration: 3 rounds/level Saving Throw: None 

Casting Time: 2 

yiQ Wken a Mirror Image spell is invoked, tke spellcaster causes two to 
—Ell eigkt duplicates of kimself to come into keing around kim. Tkese 
images do exactly wkat tke wizard does. Since tke spell causes a klurring 
and sligkt distortion wken it is cast, it is impossikle for opponents to ke 
certain wkick ones are tke illusions and wkick is tke actual wizard. Wken 
an image is struck ky a melee or missile attack, magical or otkerwise, it 
disappears, hut any otker existing images remain intact until struck. Tke 
images skift from round to round so tkat an enemy must first kit every 
image kefore keing akle to kit tke wizard. 
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Resist Fear (Abjuration) 

Range: 10 yards 
Duration: 1 hour 
Casting Time: 1 


Area of Effect: 1 creature 
Saving Throw: Special 


Tkis mage spell instills courage in tke spell recipient, raising kis 
I L^ll morale to its kigkest. Tke recipient's morale will gradually reset to 
[ normal as tke duration runs out. if tke recipient is affected ky magical fear, 
^ tkis spell is negated. 

Sniiioc's Snowbaii Swarm (Evocation) 

Range: Sight of caster Area of Effect: 25-foot radius 

N Duration: Instantaneous Saving Throw: 1/2 Damage 

Casting Time:2 

^ Tkis Spell causes a flurry of snowkalls to erupt from a point witkin 
^ range. Tkese snowkalls will kit everytking witkin tke area of effect, 

Jjl doing 1-3 kit points/level, up to a maximum of 8-24 kit points at level 8. 
^ Against fire-using or fire-dwelling creatures, it inflicts 1-6 kit points/level. 

^ stinking C loud (Evocation) 

Range: Sight of caster Area of Effect: 20-foot cube 

Duration: 1 round/Ievel Saving Throw: Special 

Casting Time:2 

sfl fM Stinking Cloud creates a killowing mass of nauseous vapors up to 

Mp ^ 30 yards away from tke wizard. Any creature caugkt witkin tke 

E ^ cloud must roll a successful saving tkrow vs. poison or ke ree ling and fall 
ff unconscious for tke next round. Tkose wko make successful saving tkrows 
ft can leave tke cloud witkout suffering any ill effects, altkougk tkose 
remaining in tke cloud must continue to save every round. 


Strength (Alteration) 

Range: Touch 


Area of Effect: 1 person 
Duration: 1 hour/level Saving Throw: None 

Casting Time: 1 round 

Tkis spell gives 1-6 points of Strengtk to a target, up to a maximum 
of 19, giving tke target tke appropriate strengtk konuses. if a 
ckaracter kas kigker tkan 19, tk en tkis spell kas no effect. 
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Vocalize (Alteration) 

Range: Touch. Area of Effect: 1 spell caster 

Duration: 1 turn Saving Throw: None 

Casting Time: 2 

Tke recipient of tkis spell can cast spells witk a verkal component 
witkout kaving to make any noise, so long as tke casting takes place 
entirely witkin tke Juration of tke Vocalize spell. Tkis spell kas no effect 
on otker noises or speeck - it simply removes a spell s verkal component. 
Tkis spell is a great counter for Silence 15' RaJius. 


Web (Evocation) 

Range: Sight of caster Area of Effect: Special 

Duration: 2 turns/level Saving Throw: 1/2 

Casting Time: 2 

® Wek creates a many-layereJ mass of strong, sticky stranJs, similar to 
spiJer weks, kut muck larger anJ tougker. Anyone in tke area wken 
tke spell is cast must roll a saving tkrow vs. spells every rounJ. if faileJ, tke 
creature is paralyzeJ for one rounJ. if tke saving tkrow is successful, tken 
tke creature may move normally. 


MAGE SPELLS, LEVEL THREE 

Dire Charm (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: 2 turns Saving Throw: Neg. 

Casting Time: 3 

Tkis spell is similar to tke Ckarm Person spell. However, tke affecteJ 
^^i creature goes into a kerserk state, wanting no one to karm kis master 
(tke spell caster). Tkus, tke creature will figkt enemies of tke caster, even 
former allies. Tke spell is limited in tke same manner as Ckarm Person Spell. 
Tke Spell can affect any kipeJal kuman, Jemikuman, or kumanoiJ of man- 
size or smaller, suck as Jwarves, elves, gnolls, gnomes, goklins, kalf-elves, 
kalflings, kalf -ores, kokgoklins, kumans, lizarJ men, ores, trogloJytes, anJ 
otkers. Tkus, a lOtk-level figkter coulJ ke ckarmeJ, kut an ogre coulJ not. 

Dispel Magic (Abjuration) 

Range: Sight of caster Area of Effect: 30-foot cube 

Duration: Instantaneous Saving Throw: None 

Casting Time: 3 

A Dispel Magic spell removes magical effects upon anyone witkin 
tke area of effect. Tkis incluJes tke effects of spells, potions anJ 
magical items. It Joes not, kowever, affect magical items tkemselves. 
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Area of Effect: 20-foot radius 
Saving Throw: 1/2 




Fireball (Evocation) 

Range: Sight of caster 
Duration: Instantaneous 
Casting Time: 3 

FireLall is one of tke reasons tkat mages gained acceptance in tke 
field of adventuring. To cast it, tke wizard points kis finger and 
speaks tke range (distance and keigkt) at wkick tke firekall is to kurst. A 
streak flaskes from tke pointing digit and, unless it impacts upon a material 
kody or solid karrier prior to attaining tke prescriked range, klossoms into 
tke firekall (an early impact results in an early detonation), delivering 
damage proportional to tke level of tke wizard wko cast it: 1-6 points of 
damage for eack level of tke spellcaster (up to a maximum of 10-60). Tkose 
wko roll successful saving tkrows manage to dodge, fall flat, or roll aside, 
taking only kalf damage. 

Flame Arrow (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: Special 

Duration: 1 round Saving Thrc 

Casting Time: 3 


None 




Tkis spell enakles tke caster to kurl fiery arrows at kis enemies. 

Eack kolt inflicts 1-6 points of piercing damage, plus 4-24 points of 
ire damage. Only kalf of tke fire damage is inflicted if tke creature struck 
saves vs. spell. Tke caster can fire one kolt for every five experience levels 
(two kolts at lOtk 1 eve 1 , tkree at 15tk level, etc.). 

G host Armor (C onjuratlon) 

Range: Touch Area of Effect: 1 creature 

Duration: 1 round/level Saving Throw: None 
Casting Time: 1 




Tkis spell creates a magical field of force witk tke strengtk of plate 
armor (AC 3). It is cumulative witk Dexterity effects and, in tke 
case of figkter/mages, witk tke skidd konus. Tke Gkost Armor spell does 
not kinder movement, adds no weigkt or encumkrance, nor does it prevent 
spellcasting. It lasts until dispelled or until tke duration runs out. 


Area of Effect: 40' cube 
Saving Throw: None 


H aste (Alteration) 

Range: Sight of caster 
Duration: 3 rounds + 1 round/level 
Casting Time: 3 

Haste doukles tke kase movement and attack rates of all friendly 
creatures witkin tke area of effect. (Spellcasting and spell effects are 
not sped up.) All affected ky tke Haste spell must ke in tke designated area 
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of effect. Note tkat tkis spell negates tke effects of a Slow spell. Tkis spell 
is not cumulative witk itself or witk otker similar magic. 

Hold Person (Enchantment/Charm) 

Range: Sight of caster Area of Effect: special 

Duration: 2 rounds/level Saving Throw: Neg. 

Casting Time: 3 

Tkis spell kolJs 1-4 kumans, Jemikumans, or kumanoid creatures 
immokile for five rounds or longer. Tke Hold Person spell affects 
any kipedal kuman, demikuman, or kumanoid of mansize or smaller, 
including dwarves, elves, gnolls, gnomes, goklins, kalf -elves, kalflings, kalf- 


orcs, kokgoklins, ku 


id otk( 


ers. Tkus, 
lects 


tinmans, lizard men, ores, troglodytes, 
a lOtk-level figkter could ke keld, wkile an ogre could not. Tke effect se. 
tke enemies closest to tke target and kolds tkem. Enemies making tkeir 
saving tkrows are totally unaffected ky tke spell. Undead creatures cannot 
ke keld. Held creatures cannot move or speak, kut tkey remain aware of 
events around tkem and can use akilities not requiring motion or speeck. 
Being keld does not prevent tke worsening of tke sukjects’ condition due \ 
wounds, disease, or poison. 

Icelance (Evocation) 

Range: Sight of caster 
Duration: Instantaneous 
Casting Time: 3 

Tkis spell fires a magical lance of ice at a target of tke easterns ckoosing. 
It automatically kits, inflicting 5-30 points of damage and forcing 


Area of Effect: 1 Lance 
Saving Throw: Special 





tke target to make a saving tkrow vs. spell or ke stunned for 1-4 rounds. 

Lightning Boit (Evocation) 

Range: Sight of caster Area of Effect: Special 

Duration: Instantaneous Saving Throw: 1/2 

Casting Time: 3 

Upon casting tkis spell, tke wizard releases a powerful stroke of 
electrical energy tkat inflicts 1-6 points of damage per level of tke 
spellcaster to eack creature witkin its area of effect (maximum damage of 
10-60). A successful saving tkrow vs. spell reduces tkis damage to kalf 
(round fractions down). Wken tke ligktning kolt intersects witk a wall it 
will rekound until it reackes its fuUlen gtk - kitting tke same enemy 
multiple times, or even memkers of your own party. 
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Monster Summoning I (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: Special 

Duration: 3 rounds + 1 round/level Saving Throw: None 
Casting Time: 4 

Witkin a round of casting tkis spell, 2-8 weak monsters magically 
appear witkin spell range and attack tke caster’s opponents until tke 
spell duration expires, or tke monsters are slain, at wkick point tkey vanisk. 
if no opponent exists to figkt, and tke wizard can communicate witk tkem, 
tke summoned monsters can perform otker services for tke wizard. 

Nondetection (Abjuration) 

Range: Sight of caster Area of Effect: 1 creature or item 

Duration: 7 turns/level Saving Throw: None 

Casting Time: 3 

1^^^ By casting tkis spell, tke wizard makes tke creature or okject toucked 
undetectakle ky divination spells suck as Clair audience. Clairvoyance, 
Locate okject, ESP, and detect spells. It also prevents spells tkat reveal a 
kidden or invisikle (suck as Detect Invisikility and Invisikility Purge) from 
working on tke target. 

Protection from Normai Missiies (Abjuration) 

Range: Touch Area of Effect: 1 creature 

Duration: 1 turn/level Saving Throw: None 

Casting Time: 3 

Tkis spell gives a target total invulnerakility to kurled and projected 
missiles including arrows, axes, kolts, small stones, and spears. Tkis 




spell does not provide protection from magical attacks suck as Firekalls, 
Ligktning Bolts, or Magic Missiles. 


Skuii Trap (Necromancy) 

Range: Sight of caster 
Duration: Until triggered 
Casting Time: 3 

Upon casting tkis spell, a skull is tkrown ky tke caster at tke target 
area. Tke skull floats in tke area until a creature comes witkin 5 feet 


Area of Effect: 10-foot radius 
Saving Throw: None 


of it. Wken tkis kappens tke skull is triggered and explodes, damaging 
everyone witkin a 30-foot radius. Tke damage inflicted is equal to 1-6 kit 
points per level of tke caster. Wken casting tkis spell it is wise to set it far 
away from tke party, lest tkey set it off accidentally. 
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Area of E] 
Saving 


'ect: 40-foot ( 
row: Neg. 


/he 


H 


to attack. To make matters worse, creatures save at -4 vs. tkis spell 


MAGE SPELLS, LEVEL FOUR 
Beltyn's Burning Blood (Necromancy) 

Range: Sight of caster Area of Effect: 1 Target 

Duration: 2 rounds Saving Throw: Negates 

Casting Time: 4 


w 


if tke creature is resistant to fire, tkis resistance will lower or nullify tke 
damage from tkis spell. 


Confusion (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 60-foot cube 

Duration: 2 rounds + 1 round/level Saving Throw: Special 
Casting Time: 4 


Tkis spell causes confusion in one or more creatures witkin tke area, 
creating indecision and tke inakility to take effective action. All 
creatures witkin tke area of affect are allowed saving tkrows vs. spell witk a 




Slow (Alteration) 

Range: Sight of caster 
Duration: 3 rounds + 1 round/level 
Casting Time: 3 

Slow causes creatures to move and attack at 1/2 of tkeir normal rates. 
It negates Haste, kut does not otkerwise affect magically speeded or 
slowed creatures. Slowed creatures gain +4 penalty to AC, and suffer a -4 


i:rtl 


-i 




Vampiric Touch (Necromancy) 

Range: Touch Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 3 

Wken tke caster successfully touckes an opponent in melee, tke 
opponent loses 1-6 kit points for every two caster levels, to a maximum 
drain of 6-36 for a 12tk-level caster. Tkese kit points are added to tke easterns 


total, witk any kit points over tke caster’s normal maximum total treated as 
temporary konus kit points. Tke temporary kit points last for an kour. 


Tkis spell turns a target’s klood to flame, doing 3-12 kit points of 
damage every round. Tke target gets to save vs. spell every round at - 
3; if successful, tke spell is cancelled. Tkis spell does not work against 
undead or extraplanar creatures tkat do not kave klood (suck as elementals). 


-2 penalty. Tkose successfully saving are unaffected ky tke spell. Tkose wko 
fail eitker go kerserk, stand confused, or wander akout for tke duration of 
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tke spell. Wandering creatures move as far from tke caster as possikle; any 
confused creature tkat is attacked perceives tke attacker as an enemy and 
reacts accordingly. 


Dimension Door (Aiteration) 


A.rea of Effect: Caster 
Saving Throw: None 


Range: Caster 
Duration: Instantaneous 
Casting Time: 1 

^ I Tkis spell transports tke caster to any place witkin tke visual range 
' of tke caster. Wken tke spell is cast a dimensional portal ( 


in front of tke caster, wkick ke immediately steps tkrougk. 


opens up 


Emotion; Courage (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 20 ft. cube 

Duration: Special Saving Throw: Negates 

Casting Time: 4 

Tkis spell creates tke emotion of courage witkin tke area o f effect. 
All creatures affected ky tke spell gain + 1 to kit, +3 to tkeir 
damage rolls, and +5 temporary kit points (wkick can put tkem akove 
tkeir maximum kit points). Tkis spell nullifies all fear effects witkin tke 
area of effect at tke time of casting. 

Emotion; Fear (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 20 ft. cube 

Duration: Special Saving Throw: Negates 

Casting Time: 4 

Tkis spell creates tke emotion of fear witkin tke area of effect. All 
creatures affected ky tke spell flee for 2-8 rounds. 


Emotion; H ope (Enchantment/C harm) 

Range: Sight of caster Area of Effect: 20 ft. cube 

Duration: Special Saving Throw: Negates 

Casting Time: 4 

Tkis spell creates tke emotion of kope witkin tke area of effect. All 

creatures affected ky tke spell gain a morale koost, and +2 on tkeir 

saving tkrows, attack rolls and damage rolls. 


ICEWIND DALE^ 





IGE SPELLS, LEVEL FOUR ^ 


Emotion: Hopelessness (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 20 ft. cube 

Duration: Special Saving Throw: Negates 

Casting Time: 4 


Tkis spell creates tke emotion of kopelessness witkin tke area of idfci^ ■ ^ 

" effect. All creatures affectecl ky tke spell just stand and do notking Nwd . - r ■ ^ . ■ 

::or tke duration of tke spell. 


Greater Malison (Enchantment/Charm) 

Range: 60 feet. A rea of Effect: 30-foot radius sphere 

Duration: 2 rounds/level Saving Throw: None 

Casting Time: 4 

Tkis spell causes all enemy targets in tke area of effect to suffer a -2 
on all tkeir saving tkrows as long as tke spell is in effect. 


Ice Storm (Evocation) 

Range: Sight of caster 
Duration: Special 
Casting Time: 4 


Area of Effect: 20- foot radius 
Saving Throw: None 


■ Wken tkis spell is cast, skards of ice smask down on all targets in 
^^1 tke area of effect, doing 3-30 points of cold damage. 


Improved Invisibility (I iiusion/Phantasm) 

Range: Touch Area of Effect: 1 creature 

Duration: 4 rounds + 1 round/level Saving Throw: None 
Casting Time: 4 


® Tkis spell is similar to tke Invisikility spell, kut tke recipient is akle 
to attack, eitker witk missile, melee weapons or spells, and remain 


M inor G iobe of Invuinerabiiity (Abjuration) 

Range: Caster Area of Effect: 5-foot-radius sphere 


Duration: 1 round/level Saving Throw: None 

Casting Time: 4 

jCjh Tkis spell creates an immokile, faintly skimmering magical spkere 
^*^1 around tke caster tkat prevents any 1st-, 2nd-, or 3rd-level spell 
effects from penetrating (i.e., tke area of effect of any suck spell Joes not 


uu to attack, eitker witk missile, melee weapons or spells, and remain 
unseen. However, telltale traces, a skimmering, allow an okservant opponent 
to attack tke invisikle spell recipient. Tkese traces are only noticeakle wken 
specifically looked for (after tke invisikle ckaracter kas made kis presence 
known). Attacks against tke invisikle ckaracter suffer a -4 penalty to attack 
rolls, and tke invisikle ckaracter s saving tkrows are made witk a +4 konus. 


BLACK ISLE STUDIOS 


91 




MAGE SPELLS; LEVEL FOUR 


include tke area of tke Minor Gloke of Invnlnerakility) . Tkis includes 
innate akilities and effects from devices. However, any type of spell can ke 
cast out of tke magical spkere witk no penalty. Tke gloke can ke krougkt 
down ky a successful Dispel Magic spell. 

Monster Summoning II (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: Special 

Duration: 3 rounds + 1 round/level Saving Throw: None 
Casting Time: 4 

Tkis spell is muck like tke 3rd-level Monster Summoning I spell, except 

tkat t kis spell summons 1-6 monsters of moderate strengtk. Tkese 

appear anywkere witkin tke spell range and attack tke caster s opponents until 
tke spell duration expires or tke monsters are slain, at wkick point tkey vanisk. 
if no opponent exists to kgkt and tke wizard can communicate witk tkem, tke 
summoned monsters can perform otker services for tke summoning wizard. 

Otiluke's Resilient Sphere (Aiteration) 

Range: Sight of caster Area of Effect: Target Creature 

Duration: 7 rounds Saving Throw: Neg. 

Casting Time: 1 

Wken tkis spell is cast, tke result is a gloke of skimmering force tkat 
encloses tke sukject creature (if it fails to successfully save vs. spell). 
Tke resilient spkere will contain its sukject for tke duration of tke spe 11 . Tke 
Spkere is comp letely immune to all damage; tke only metkod of removing 
tke spkere is ky tke use of a Dispel Magic spell. Hence tke creature caugkt 
inside tke gloke is completely safe from all attacks, kut at tke same time is 
completely unakle to affect tke outside world. 

Remove C urse (Abjuration) 

Range: Touch Area of Effect: Special 

Duration: Permanent Saving Throw: Special 

Casting Time: 4 

Upon casting tkis spell, tke wizard is usually akle to remove a curse 
on an okject, on a person, or in tke form of some undesired sending 




or evil presence. Note tkat tke Remove Curse does not remove tke curse 
from a cursed skield, weapon, or suit of armor, altkoug ktke Spell typically 
enakles tke person afflicted witk tke cursed item to get rid of it. Certain 
special curses may not ke countered ky tkis spell, or may ke countered only 
ky a caster of a certain level or more. 
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Shadow Monsters (Illusion/Phantasm) 

Range: Sight of caster Area of Effect: 20- foot cube 

Duration: 1 round/level Saving Throw: Special 

Casting Time: 4 

Tkis spell skapes material from tke Demiplane of Skadow into 
-5_J illusionary monsters. Tkese monsters are randomly summoned one 
ny one witk Hit Dice ketween 1 and tke level of tke spellcaster, until tke 
summoned creatures’ Hit Dice total tke spellcaster’s level. (For example, a 
15tk level wizard could summon a lOtk level creature one round, tken tke 
next round tke next creature appearing would kave 1 tkrougk 5 Hit Dice, 
and so on.) Tkese skadowy creatures kave only 20% of tke kit points of 
tkeir real-world counterparts, altkougk tkeir attacks do full damage. 

Spirit Armor (Necromancy) 

Range: Touch Area of Effect: 1 Creature 

Duration: 3 Turns Saving Throw: None 

Casting Time: 3 

it Tkis spell is similar to tke 3rd level spell Gkost Armor in tkat it 

creates a karrier around tke target’s kody for tke duration of tke 

spell. Tkis spell kowever, actually taps in to tke target’s life force in order 
to create tke karrier. Tke armor itself is weigktless, and does not kinder 
movement or spell casting. 

Tke Spirit Armor does not work cumulatively witk any otker armor, 
tkougk dexterity konuses still apply, as do magic rings and skidds. Wkile in 
effect, tke AC ( armor class) of tke recipient will ke 1, as if ke was wearing 
plate mail. Also, due to tke magical nature of tke spell, ke will also receive 
a +3 konus to save vs. magical attacks. 

Tkere is a danger, kowever, as wken tke spell runs out tke external portion of 
tke spirit is temporarily lost, inflicting 2-8 points of damage upon tke target. 


Stoneskin (Evocation) 

Range: Touch Area of Effect: 1 Target 

Duration: Special Saving Throw: None 

Casting Time:l 

^ I Arguakly one of tke kest defensive spells ever, Stoneskin makes tke 
™ I affected creature virtually immune to any cut, klow, projectile or tke 
ike (altkougk spells and spell damage will still affect tke creature as 
norma 1). Tke next 1 to 4 attacks (+1 attack/2 levels of tke caster) tkat 
strike tke creature will simply kounce off witk no effect. Casting tkis spell 
multiple times does not kave a cumulative effect. 
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Animate Dead (Necromancy) 

Range: 10 yards Area of Effect: Special 

Duration: 8 hours Saving Throw: None 

Casting Time: 1 round 

Tkis spell creates tke lowest of tke unJeacl monsters, skeletons or 
zomkies, usually from tke kones or koJies of Jeacl kumans, 
demikumans, or kumanoids. Tke spell causes tkese remains to kecome 
animated and okey tke simple verkal commands of tke caster. Tke undead 
remain animated until tkey are destroyed in comkat or are turned; tkey 
cannot ke dispelled. Tke caster can animate one skeleton or one zomkie for 
eack experience level ke kas attained. 

C haos (Enchantment/C harm) 

Range: Sight of caster Area of Effect: 60-foot cube 

Duration: Q rounds Saving Throw: Special 

Casting Time: 4 

Tke effects of tkis spell are identical to tke 4tk level spell 
Confusion. Tke victims wander around as if in daze, sometimes 
wandering away, sometimes attacking, eitker friend or foe. if tke victim is 
4tk level or lower, ke does not receive a saving tkrow versus tke effects. 
However if tke victim is 5tk level or kigker, ke receives a save vs. spell at - 
4. Tke spell lasts for tke duration or until a successful Dispel Magic is cast. 




Cloudkill (Evocation) 

Range: 10 yards 
^ Duration: 1 round/level 
Casting Time: 5 


Area of Effect: 40' x 20' cloud 
Saving Throw: None 


■ FI 


Tkis spell generates a killowmg cloud of gkastly vapors tkat slays any 
creature witk fewer tkan 4 + 1 Hit Dice and causes creatures witk 
4+1 to 6 Hit Dice to roll saving tkrows vs. poison witk -4 penalty or ke 
slain. Holding one’s kreatk kas no effect on tke letkality of tke spell. Tk ose 
akove 6tk level (or 6 Hit Dice) must leave tke cloud immediately or suffer 
1-10 points of poison damage every round wkile in tke area of effect. 


C one of C old (Evocation) 


Range: Caster 

Area of Effect: 35-feet long, 1-foot 

Duration: Instantaneous 

diameter /level 

Casting Time: 5 

Saving Throw: 1/2 


Tkis spell releases a cone-skaped klast of extreme cold from tke 
caster, doing 2-5 kit points of cold damage per level of tke caster. 
Tke cone is 35 feet long, and 1 foot in diameter/level of tke caster. 
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Conjure Earth Elemental (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: Sp ecial 

Duration: 1 turn/level Saving Throw: None 

Casting Time: 1 round 

Tkis spell allows tke caster to summon an elemental from tke 
Elemental Plane of Eartk and kind it to kis will. Tkis elemental will 




gkt on kekalf of tke caster until tke spell duration expires or tke elemental 
is destroyed. 

Conjure Fire Elemental (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: Special 

Duration: 1 turn/level Saving Throw: None 

Casting Time: 1 round 

Tkis spell allows tke caster to summon an elemental from tke 
Elemental Plane of Eire and kind it to kis will. Tkis elemental will 


% 


igkt on kekalf of tke caster until tke spell duration expires or tke elemental 
is destroyed. 

Conjure Water Elemental (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: Special 

Duration: 1 turn/level Saving Throw: None 

Casting Time: 1 round 

Tkis spell allows tke caster to summon an elemental from tke 
Elemental Plane of Water and kind it to kis will. Tkis elemental will 


figkt on ke-kalf of tke caster until tke spell duration expires or tke 
elemental is destroyed. 

Demi-Shadow Monsters (I iiusion/Phantasm) 

Range: Sight of caster Area of Effect: 20-foot cube 

Duration: 1 round/level Saving Throw: 1/2 

Casting Time: 5 

Tkis spell is similar to tke 4tk level wizard spell, Skadow Monsters, 
except tke summoned creatures are muck more powerful, witk 40% 




of tke kit points of tkeir real-world counterpart. 





Domination (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 1 Target 

Duration: 12 hours Saving Throw: Negates 

Casting Time: 5 

Tke domination spell allows tke caster to control tke actions of any 

creature wkile tke spell is in effect. Tkis control is maintained 

tkrougk a telepatkic link ketween tke caster and tke victim. Unlike tke 4tk 
level priest spell Mental Domination, tke target kas no option for release, 
even if made to do sometking against kis morals, except of course a Dispel 
Magic. Tke target gets a saving tkrow vs. spells at -2 to resist tke effect. 

Feebiemind (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 1 Target 

Duration: Permanent Saving Throw: Negates 

Casting Time: 5 

® Tkis spell turns a target into a gikkering idiot, wkick lasts until a 

Dispel Magic is cast upon kim. Tke victim is allowed a saving tkrow vs. 
spells at -2 to resist keing stupefied. Feekleminded individuals cannot cast 
spells. Tke priest spell Heal will remove Feeklemind from an afflicted ckaracter. 

Hold Monster (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 25-foot radius from target 

Duration: 1 round/level Saving Throw: Negates 

Casting Time: 5 

Tkis spell kolds 1-4 creatures of any type (except for undead creatures) 

J in place unless tkey make a save vs. spells. Tke effect is centered on 

a point on tke ground selected ky tke caster, and any otker creatures witkin 
5 feet of tke target kas a ckance to ke affected as well. Wkile paralyzed, tke 
target is kelpless and cannot defend tkemselves from attacks. 

Monster Summoning III (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: Special 

Duration: 4 rounds + 1 round/level Saving Throw: None 
Casting Time: 5 

AQ Similar to tke 3rd-level Monster Summoning I spell, tkis spell 

summons 1-4 tougk monsters. Tkese appear witkin spell range and 
attack tke caster’s opponents for tke duration of tke spell, at wkick point 
tkey vanisk. if no opponent exists to figkt, tke summoned monsters can 
perform otker services for tke wizard. 


96 


ICEWIND DALE^” 





MAGE SPELLS, LEVEL FIVE 


Shroud of Flame (Evocation) 

Range: 10 yards Area of Effect: 1 Creature 

Duration: 1 round/level Saving Throw: Negates 

Casting Time: 5 


Tkis spell causes a creature to kurst into flames if tkey fail a saving 
_!U tkrow vs. spells. Tke creature will kurn for 2 -12 points of damage 
every round (altkougk tkey are allowed a new saving tkrow every round after 
tke first to avoid taking furtker damage) and as long as tke spell is in 
effect, gouts of flame erupt from tke kurning target causing any creatures 
witkin ten feet of tke kurning creature take 1-4 kit points of damage from 
tke flames. Tkis spell is particularly useful in dispersing packs of trolls and 
ice salamanders. 

Summon Shadow (Conjuration/Summoning, Necromancy) 

Range: 10 yards Area of Effect: 10-foot cube 

Duration: 1 round + 1 round/level Saving Throw: None 
Casting Time: 5 


Tkis spell summons one skadow for every tkree levels of tke caster. 
Tkis skad ow will okey tke orders of tke caster, attacking kis enemies 
or performing tasks until tke spell expires or tke skadows are slain. 
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Antimagic Sheii (Abjuration) 

Range: Caster Area of Effect: Caster 

Duration: 1 turn/level Saving Throw: None 

Casting Time: 1 


Tkis spell surrounds tke caster witk an invisikle karrier tkat moves 
witk kim. Tkis karrier makes tke wizard immune to any magical 


attacks, kut it prevents tke wizard from casting spells out of tke skell. 

Chain Lightning (Evocation) 

Range: Sight of caster Area of Effect: Special 

Duration: Instantaneous Saving Throw: 1/2 

Casting Time: 5 




Tkis spell releases a kurst of electrical energy at a target; unlike tke 
Ligkt ning Bolt spell, kowever, once tke kolt strikes tke initial target, 
tke electricity tken jumps to tke next nearest creature (friend or foe), losing 
a small amount of energy witk eack additional strike until it is expended. 
Tke kolt initially inflicts 1-6 kit points of electrical damage/level of tke 
caster, to a maximum of 12-72 points of damage. Eack ^jump’ tke kolt 
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makes reduces tke damage ky 1-6. Eack creature tkat is kit is allowed a 
saving tkrow vs. spell for kalf damage. 

Death Fog (Alteration, Evocation) 


Range: Sight of caster 

Casting Time: 6 

Duration: 1-4 rounds H- 

Area of Effect: 20- foot radius Fog 

1 round/level 

Saving Throw: None 


^ Tkis spell krings fortk a killowing cloud of acidic fog. Tkis fog does 

J one kit point of acid damage to creatures (living or dead) on tke first 

round of contact, two kit points on tke second round, four on tke tkird, and 
eigkt on tke fourtk and succeeding rounds. Any creature caugkt in tke area 
effect tkat fails its saving tkrow moves at 1/2 speed until tkey exit tke cloud. 

Death Speii (Necromancy) 

Range: Sight of caster Area of Effect: 30- foot cube 

Duration: Instantaneous Saving Throw: None 

Casting Time: 6 

Tkis spell snuffs out tke lives of creatures in tke area of effect. Tke 
weaker tke creatures, tke more are affected. For example, tkis spell 
could kill 4-80 goklins witkin tke area o f effect, 2-40 lizard men, 2-8 ogres, 
or 1-4 trolls. Tkis spell does not affect undead creatures. Ckaracters slain 
ky a Deatk Spell cannot ke resurrected — tkey are gone forever. 




Area of Effect: 1 Creature 
Saving Throw: Negates 


Disintegrate (Aiteration) 

Range: Sight of caster 
Duration: Instantaneous 
Casting Time: 6 

^ Tke spell makes a creature... vanisk. Wken cast, a tkin green ray 

skoots fortk from tke caster to tke target, wko will ke disintegrated 
unless tkey make a saving tkrow vs. spell. Tkis spell works on undead creatures. 
Disintegrated ckaracters cannot ke resurrected — tkey are gone forever. 

Fiesh to Stone (Evocation) 

Range: Sight of caster Area of Effect: I Creature 

Duration: Permanent Saving Throw: Negates 

Casting Time: 6 

Tkis spell turns a creature to stone. Tkey are allowed a saving tkrow vs. 
spell to avoid tke effect. Tke effects of tkis spell may ke reversed witk tke 
evel wizard spell. Stone to Flesk. Tkis spell works on undead creatures. 


6tk 
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Globe of Invulnerability (Abjuration) 

Range: Caster Area of Effect: 5-foot radius 


Duration: 1 round/level 
Casting Time: 1 round 


Saving Throw: None 


Tkis spell is similar to tke 4tk level wizard spell, Minor Gloke of 
Invnlnerakility, except tkat it protects tke caster from 4tk level spells 


Invisibie Staiker (Conjuration/Summoning) 

Range: 10 yards Area of Effect: Sp ecial 

Duration: 2 hours Saving Throw: None 

Casting Time: 1 round 

® Tkis spell summons an invisikle stalker, a creature native to tke 
Elemental Plane of Air. Tkis creature will okey tke orders of tke 
caster and remain until tke spell duration expires or it is slain. 

Lich Touch (Necromancy) 

Range: Touch Area of Effect: Caster 

Duration: 1 round/level Saving Throw: Special 

Casting Time: 6 

^ tp" Tkis spell confers tke powers of a lick's touck and a lick's immunities 

upon tke caster. Tke wizard gains immunity to paralysis and fear wkile 

tke spell is in effect, and kis kands glow witk an uneartkly green radiance 
tkat does 1-10 kit points of damage to a target and paralyzes tkem unless a 
saving tkrow vs. paralyzation is made. Tkis spell kas no effect on undead. 

Monster Summoning IV (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: 60-yard radius 

Duration: 5 rounds + 1 round/level Saving Throw: None 
Casting Time: 6 

g a Tkis spell is similar to tke 3rd, 4tk and 5tk level monster 
^^1 summoning spells, except tkat it summons 1-3 more powerful 
monsters and tke summoning persists for a longer time. 

Otiluke's Freezing Sphere (Aiteration, Evocation) 

Range: Sight of caster Area of Effect: Special 

Duration: Special Saving Throw: Negates 

Casting Time: 6 

Tkis spell fires a ray of cold at a creature. Tkis range of tke ray is 
tke wizard's range of vision and inflicts 3-6 points of cold damage/ 
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I J ! :< level of tke caster, if tke target makes its saving tkrow, kowever, tkey kave 

^ I JoJged tke ray and avoided all tke damage. 

I ‘ Power Word: Silence (Conjuration/Summoning) 

I ] Range: Sight of caster Area of Effect: 1 Creature 

Saving Throw: None 


* Duration: 2 rounds 


r ^ Casting Time: 1 

'iHjil ^^*1 Tkis spell allows tke caster to utter one of tke words of power. Wken 

1 Tn» Ttrr 1/^.1 1.11 


Spoken, Power Word: Silence can ke invoked against any creature in 
' - range, preventing tkem from making a sound. No Saving Tkrow is allowed. 

Shades (Illusion/Phantasm) 

I 

^ Range: Sight of caster Area of Effect: 20- foot cube 

: Duration: 1 round/level Saving Throw: Special 

j ; Casting Time: 6 

ff Skad es is similar to Skadow Monsters and Demiskadow Monsters 

^ I — — it allows tke caster to skape material from tke Demiplane of 
fr Skad ow into illusionary creatures. Tkese skadows are tougker tkan tke 
jjK skadows summone d ky Skad ow Monsters and Demiskadow Monsters, and 
tkey will okey tke caster until tke spell expires or tkey are slain. 

^ stone to Flesh (Evocation) 

■ Range: Sight of caster Area of Effect: 1 Creature 

J Duration: Permanent Saving Throw: Negates 

■T Casting Time: 6 

ff I Tkis spell turns a petrified creature kack to normal, if one of your 

ft I " I companions kas keen victimized ky a kasilisk or a medusa, tkis spell 
will restore tkem to normal kealtk. 


Tenser's Transformation (Alteration, Evocation) 


Range: Caster Area of Effect: Caster 

Duration: 1 round/level Saving Throw: None 

Casting Time: 6 

Mages need not always ke mages — Tenser’s Transformation 
JEL. ckanges tke caster into a keroic figkter, doukling tke wizard’s kit 
points, and gives kim a +4 konus to kis armor class. All damage tke caster 
sustains takes away from tke konus kit points first. All tke wizard’s attacks 
kave tke same ckance to kit as a figkter of tke same level, and tke wizard is 
allowed to attack twice a round witk +2 damage per attack. 
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Acid Storm (Evocation) 

Range: Sight of caster 
Duration: 1 round/level 
Casting Time: 7 


Area of Effect: 20-foot radius 
Saving Throw: 1/2 




Tkis spell unleaskes an acidic downpour on tke area of effect, doing 
1-4 kit points of damage eack round for tke first tkree rounds, 1-6 kit 
points for tke next tkree rounds, and 1-8 kit points for eack round tkereafter. 
Moving out of tke area of effect does not stop tke damage — tke acid adkeres 
to tke skin, and any creatures in tke area o f effect wken tke Acid Storm is 
cast continue to suffer damage as long as tke spell duration lasts. Creatures 
make a saving tkrow vs. spell every round after tkey kave keen kit ky tke 
cloud — if successful, tkey only take kalf-damage (for tkat round only). 

Finger of Death (Necromancy) 

Range: Sight of caster Area of Effect: 1 Creature 

Duration: Permanent Saving Throw: Negates 

Casting Time: 5 




Tke caster utters tke finger of deatk incantation, points kis index 
finger at tke creature to ke slain, and unless tke victim fails a saving 
tkrow vs. spells, tke victim dies instantly. Even if tke save is successful, 
kowever, tke kmsk witk deatk still inflicts 3-17 points of damage. Ckaracters 
slain ky a Finger of Deatk cannot ke resurrected — tkey are gone forever. 

Mass Invisibiiity (liiusion/Phantasm) 

Range: Sight of caster Area of Effect: 60 X 60 yards 

Duration: Special Saving Throw: None 

Casting Time: 7 

An improved version of invisikility witk kattlefield applications. Mass 
Invisiklility can kide all creatures witkin its area of effect. Unlik( 


improved invisiJ 


nvisiDlility can Uide all creatures wimin its area ot ettect. Unlilee 
id invisikility, tke invisikility is kroken as soon as a target attacks. 


Monster Summoning V (Conjuration/Summoning) 


Range: Special 

Duration: 6 Rounds + 1 roun d/level 
Casting Time: 6 


Area of Effect: 70-yard radius 
Saving Throw: None 


IE 


Tkis spell is similar to monster summoning IV in almost all respects 
except tkat monster summoning V summons 1-3 more powerful 


creatures for a sligktly longer duration. 
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MAGE SPELLS; LEVEL SEVEN 

' M ordenkainen's Sword (Evocation) 

Range: Sight of caster Area of Effect: Sp ecial 

Duration: 1 round/level Saving Throw: None 

Casting Time: 7 

Tkis spell summons a skimmering sword of force tkat can ke mentally 

^ wielded ky tke caster. It strikes as if it were keing used ky a figkter at 

[ kalf tke level of tke caster, and despite tke fact it is keld in tke kand, it can 
lit creatures anywkere witkin tke sigkt of tke caster. Altkougk tke sword kas 
7 , no konus to attack, it can kit creatures normally kit only ky +2 weapons or 
! greater and inflicts 5-30 kit points witk every strike. 

Power Word, Stun (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: 1 creature 

, Duration: Special Saving Throw: None 

Casting Time: 1 

jF Similar to Power Word: Silence and Power Word: Kill, Power 

Word: Stun is anotker of tke words of power. Wken uttered, it 
i stuns any crea-ture tke caster targets, causing tkem to reel and ke unakle to 
J tkink cokerently. Creatures witk less tkan 31 kit points are stunned for 4- 
J 16 rounds, tkose witk 31 to 60 kit points are stunned for 2 -8 rounds, 
p tkose witk 6l to 90 kit points are stunned for 1-4 rounds, and tkose more 
tkan 90 kit points are unaffected. Tke spell ckecks tke creature's current 
^ kit points, not tkeir maximum, so even tke tougkest creatures can ke 
\ affected ky tkis spell if tkey are wounded. 

I Prismatic Spray (Conjuration/Summoning) 

[j Range: Caster Area of Effect: 70 x 15-foot spray 

J Duration: Instantaneous Saving Throw: Special 

■ Casting Time: 7 

’ Tkis spell causes seven skimmering rays of ligkt to flask from tke 

^*^1 wizard's kand, in a cone 70 feet long and 15 wide at its end. Any 
- creature toucked ky tke rays may ke inflicted witk a random effect depending 
on tke color (see kelow), kut any creature less tkan 8 kit dice is Llin ded for 
2-8 rounds, regardless of any additional effect. Tke colors of tke prismatic 
spray do tke foil owing: red (inflicts 20 kit points of damage, save vs. spell 
for kalf), orange (40 kit points of damage, save vs. spell for kalf), yellow (80 
kit points of damage, save vs. spell for k alf), green (save vs. poison or die — 
survivors still take 20 kit points of poison damage), klue (save vs. petrification 
or turn to stone), or indigo (save vs. wand or go insane). 
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MAGE SPELLS, LEVEL EIGHT 

Incendiary C loud (Alteration, Evocation) 

Range: Sight of caster Area of Effect: 20-foot radius 

Duration: 4 rounds + 1-6 rounds Saving Throw: 1/2 
Casting Time: 2 

E Tkis spell k rings fortk a dense, smoky cloud in a 10-foot radius. For 
tke first two rounds it s karmless, kut on tke tkird round, it kegins 
to spark and flame, doing 1-2 kit points of damage/level of tke caster. On 


tke fourtk round, it inflicts 1-4 kit points/level of tke caster, tken drops 
3 pe 

saving tkrow vs. spell, tkey take on ly kalf-d, 


kack to 1-2 kit points per level on 


b pom' 
tke fi: 


fiftk round, if creatures make a 
ama^e from tke cloud s effects. 


Mind Blank (Abjuration) 

Range: Special 
Duration: 1 Day 
Casting Time: 1 


Area of Effect: 1 Creature 
Saving Throw: None 


(S) 


In tke interests of one's self-control and privacy, mind klank s kields 
a creature's mind from almost any mental effect - ckarm, command, 
domination, fear, feeklemind, and any scrying ky crystal kails or otker 
divination metkods. 

Monster Summoning VI (Conjuration/Summoning) 

Range: Special Area of Effect: 80-yard radius 

Duration: 7 rounds + 1 round/level Saving Throw: None 
Casting Time: 8 

Tkis spell is similar to monster summoning V in almost all respects 
except tkat monster summoning VI summons 1-3 tougker creatures 
or a s ligkly longer duration. 
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MAGE SPELLS, LEVEL NINE 
' Monster Summoning VII (Conjuration/Summoning) 

Range: Special Area of Effect: 80-yarJ radius 

Duration: 7 rounds + 1 round/level Saving Throw: None 
Casting Time: Q 

TKe pinnacle of monster summoning spells, tkis spell is similar to 

^ monster summoning VI in almost all respects except it summons 1- 

' ' 3 of tke tougkest creatures in Akeir-Toril to figkt for tke caster. Tke duration 
|- of tkis spell is longer tkan any of tke otker monster summoning spells. 

t Power Word, Kill (Conjuration/Summoning) 

|| Range: Sight of caster A.rea of Effect: 10- foot radius 

^ Duration: Permanent Saving Throw: None 

^ Casting Time: 1 

p y Similar to power word: silence and power word: stun, power word: 

i !■ ■ kill is perkaps tke deadliest word of power. It kills one creature witk 

ijp up to 60 kit points, or multiple creatures witk 30 or fewer kit points, up to 
^ a maximum of 120 kit points. Tke kit point ckecks are done against tke 
L creature’s current kit points, not tkeir maximum, so it will affect extremely 
^ tougk creatures tkat kave keen wounded. 


rT i| t: l.1 
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PRIEST SPELLS, LEVEL ONE 

Bless (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: 50-foot cube 

Duration: 6 rounds Saving Throw: None 

Casting Time: 1 round 

Upon uttering tke Bless spell, tke caster raises tke morale of friendly 
* creatures and gives a +1 konus to all tkeir saving tkrows and attacks. 
Tke caster determines at wkat range (up to 60 yards) ke will cast tke spell. 
At tke instant tke spell is completed, it affects all creatures in 


a 50-foot 

cuke centered on tke point selected ky tke caster (tkus, affected creatures 
leaving tke area are still sukject to tke spell s effect; tkose entering tke area 
after tke casting is completed are not). 


Command Word; Die (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: 1 round Saving Throw: None 

Casting Time: 1 

Tkis spell enakles tke priest to command anotker creature to “die'' 
(sleep) for one round. At tke end of tke round tke creature awakens, 
unkarmed. 


C ure Light Wounds (N ecromancy) 

Range: Touch Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 5 

Wken casting tkis spell and laying kis kand upon a creature, tke 
priest keals 8 points of damage to tke creature's kody. Tkis spell kas 




no affect on undead or extraplanar creatures. 


tke instant tke spell is completed, it affects all creatures in a 50-foot cuke 
centered on tke point selected ky tke caster (tkus, affected creatures leaving 
tke area are still sukject to tke spell's effect; tkose entering tke area after 
tke casting is completed are not). 






-i 




Curse (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: 50-foot cube 

Duration: 6 rounds Saving Throw: None 

Casting Time: 1 round 

Wken tke Curse spell is uttered, tke caster lowers tke morale of enemy 
creatures and penalizes tkeir saving tkrows and attack rolls ky -1. At 
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PRIEST SPELLS, LEVEL ONE 


Detect Evil (Divination) 

Range: Sight of caster 
Duration: 1 turn 
Casting Time: 1 round 


Area of Effect: Sight of caster 
Saving Throw: None 


S Tkis spell discovers emanations of evil from any creature. Any evil 
creature witkin tke range of tke spell will glow red kriefly. 


Entangle (Alteration) 

Range: Sight of caster 
Duration: 1 turn 
Casting Time: 4 


Area of Effect: 40- foot cube 
Saving Throw: Neg 


1^ Wken tkis spell is cast, grasses, weeds, kuskes, and even trees wrap, 
— ^ — twist, and entwine akout any creatures in tke area of effect, kolding 
tkem fast for tke duration of tke spell. A creature tkat rolls a successful 
V saving tkrow vs. spell avoids entanglement. Entangled creature can stiU 
Jj attack, even tkougk tkey can’t move. 

n Magical Stone (Enchantment) 

ft Range: Caster Area of Effect: Sight of caster 

Duration: Special Saving Throw: None 

^ Casting Time: 4 

i By using tkis spell, tke priest can temporarily enckant a small 

— . — pekkle, wkick is tken kurled or slung at an opponent. Tke stone 
■ deals 3-12 damage to wkomever it kits; if tke creature is an undead 
t creature it does 6-24 kit points of damage. Tke stone is considered a + 1 
ffl weapon for determining if a creature can ke struck (tkose struck only ky 
magical weapons, for instance), altkougk it does not kave an attack or 
damage konus. 

Protection from Evil (Abjuration) 

Range: Touch Area of Effect: 1 creature 

Duration: 3 rounds/level Saving Throw: None 

Casting Time: 1 

/K Aside from tke statistics akove, tkis spell is similar in all ways to tke 
first level mage spell. Protection from Evil. 


106 


ICEWIND DALE^” 





PRIEST SPELLS; LEVEL ONE /TWO 


Remove Fear (Abjuration) 


Range: 10 yards 
Duration: 1 hour 
Casting Time: 1 


Area of Effect: 1 creature! 4 levels 
Saving Throw: Special 


Tkis priest spell instills courage in tke spell recipient, raising kis 
morale to its kigkest. Tke recipient’s morale will gradually reset to 
normal as tke duration runs out. if tke recipient is affected ky magical fear, 
tkis is negated. 


Sanctuary (Abjuration) 

Range: Caster Area of Effect: Caster 

Duration: 2 rounds +i round/level Saving Throw: None 
Casting Time: 4 


in Wken tke priest casts a Sanctuary spell, it causes all of kis 

opponents to ignore kis existence; it as if ke is invisikle. Wkile 
protected ky tkis spe 11, tk e sukject cannot take direct offensive action 
witkout kreaking tke spell, kut may use non- attack spells or otkerwise act 
in any way tkat does not violate tke prokikition against offensive action. 


Tkis allows a warded priest to keal wounds, for example, or to Bless 
kimself. He cannot cast spells on otker creatures witkout ending tke spell 


PRIEST SPELLS, LEVEL TWO 

Aid (Necromancy, Conjuration) 

Range: Touch Area of Effect: 1 creature 

Duration: 4 rounds + 1 round/level Saving Throw: None 
Casting Time: 5 

Tke recipient of tkis spell gains tke kenefit of a Bless spell (+1 to 
^^1 attack rolls and saving tkrows) and 1-8 konus kit points J:or tke 
duration of tke spell. Tkese konus kit points can exceed a ckaracter’s 
maximum kit points, kut tke konus kit points are lost wken tke recipient 
takes damage; tkey cannot ke regained ky curative magic. 


HI;!''- ■ 4 
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Shiiieiagh (Aiteration) 

Range: Touch Area of Effect: Special 

Duration: 4 rounds + 1 round/level Saving Throw: None 
Casting Time: 2 

Tkis spell enakles tke caster to create a magical cudgel tkat is + 1 to 
kit and inflicts 2-8 points of damage. Tkis skillelagk uses i;ke Staff 
Weapon Proficiency. 
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PRIEST SPELLS, LEVEL TWO 


Barkskin (Alteration) 

Range: Touch Area of Effect: 1 creature 

Duration: 4 rounds + 1 round/level Saving Throw: None 
Casting Time: 5 

A Barkskin causes a creature's skin to kecome as tougk as kark, increasing 
™ its kase Armor Class to AC 6, plus 1 AC for every four levels oftke 
priest: Armor Class 5 at 4tk level, Armor Class 4 at 8tk, and so on. In 
addition, saving tkrow rolls vs. all attack forms except magic gain a +1 konus. 

Chant (Conjuration/Summoning) 

Range: Caster Area of Effect: 30-foot radius 

Duration: 1 Turn Saving Throw: None 

Casting Time: 1 round 

means of tke ckant spell, tke priest krings special favor upon 
” kimself and kis party, and causes karm to kis enemies. Wken tke 
ckant spell is completed, all tke priest's allies in tke area of effect gain + 1 
to attack, damage, and saving tkrows, wkile tke priest's enemies suffer a -1 
penalty to tkeir attacks, damage and saves. Multiple ckants are not 
cumulative. Tkis spell requires a moderate amount of concentration ky tke 
caster, so tke priest cannot cast any spells for tke ckant 's duration, and kis 
movement is slowed kykalf. 

Charm Person or Mammal (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 1 person or mammal 

Duration: Special Saving Throw: Neg. 

Casting Time: 5 

Tke effects of tkis spell are identical to tke Ist-level wizard spell 
Ckarm Person. 


C ure M oderate Wounds (N ecromancy) 

^ Range: Touch Area of Effect: 1 creature 

. ' Duration: Instantaneous Saving Throw: None 

Casting Time: 5 

JL A stronger version of tke 1st level priest spell cure ligkt wounds, cure 
^^1 moderate wounds keals 11 points of damage to a living creature. 
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PRIEST SPELLS, LEVEL TWO 


D raw U pon H oly M ight (I nvocation) 

Range: Caster Area of Effect: Caster 

Duration: 1 turn Saving Throw: None 

Casting Time: 2 

Tke priest calls upon kis god to grant kim power for a skort period. 
Wken ke does tkis kis Strengtk, Constitution and Dexterity all are 


p r ! 




raised ky 1 point for every 3 levels of tke caster. A 3rd-level caster would 
kave kis akilities raised ky 1, wki le a 12tk-l evel caster would kave all kis 
akilities raised ky 4. 


Find Traps (Divination) 

Range: Sight of caster 
Duration: 3 turns 
Casting Time: 5 

Wken a priest casts a Find Traps spell, all traps - concealed 
normally or magically, of magical or meckanical nature - kec 


Area of Effect: 10-foot path 
Saving Throw: None 


3F 


apparent to kim, as if ke or ske were a tkief. 


Fiame Biade (Evocation) 

Range: Caster 
Duration: 4 rounds + 

1 roun d/2 levels 


Casting Time: 4 

Area of Effect: 3 foot-long hlade 

Saving Throw: None 


<•<1 


Witk tkis spell, tke caster causes a klazing ray of red-kot fire to 
spring fortk from kis kand. Tkis klade-1 ike ray is wielded as if it 




a scimitar, if tke caster successfully kits witk tke flame klade in melee 
comkat, tke creature struck suffers 5-8 points of damage, witk a damage 
konus of +2 (i.e., 7-10 points) if tke creature is undead or vulnerakle to 
fire. if tke creature is protected from fire, tke damage inflicted is reduced 
ky 2 (i.e., ld4 + 2 points). Fire dwellers and tkose using fire as an innate 
attack form suffer no damage from tke spell. Tke flame klade is not a 
magical weapon in tke normal sense of tke term, so creatures (otker tkan 
undead) struck only ky magical weapons are immune to it. Tke flame klade 
uses tke scimitar proficiency. 

Goodberry (Alteration, Evocation) 

Range: Caster Area of Effect: 5 Be rries 

Duration: 1 Day/Level Saving Throw: None 

Casting Time: 1 round 

Casting a Goodkerry spell creates a clump of magical kerries i;kat tke 

J caster can carry witk kim. Tkese kerries cure five points of damage 

wken eaten. Tke kerries will only last one day per level of tke caster, so it7 
not advisakle to carry tkem around for too long. 
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PRIEST SPELLS; LEVEL TWO 


Hold Person (Enchantment/Charm) 

Range: Sight of caster Area of Effect: Sp ecial 

Duration: 2 rounds/level Saving Throw: Neg. 

Casting Time: 5 


Tke effects of tkis spell are identical to tke 3rd-level wizard spell 
Hold Person. 


Know Alignment (Divination) 

Range: 10 yards Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: Neg. 

Casting time: 1 round 

□ A Know Alignment spell enakles tke priest to read tke aura of a 

creature, if tke creature rolls a successful saving tkrow vs. spell, tke 
caster learns notking akout tkat particular creature from tke casting. Evil 
creatures will glow red, neutrals klue, and friendly creatures will glow green 
for a krief period. 

Resist Fire and Coid (Aiteration) 

Range: Touch Area of Effect: 1 creature 

Duration: 1 round/level Saving Throw: None 

Casting Time: 5 


@1 


Wken a priest places tkis spell upon a creature, tke creature’s kody is 
tougkened to witkstand keat and cold. Complete immunity to mild 
conditions (standing naked in tke snow or reacking into an ordinary fire to 
pluck out a note) is gained. Tke recipient gains a partial 50% resistance to 
intense keat or cold (wketker natural or magical in origin), suck as red-kot 
ckarcoal, a large amount of kurning oil, fire storms, firekalls, red dragon’s 
kreatk ice storms, wands of frost, or wkite dragon’s kreatk. 

Silence, 15' Radius (Aiteration) 

Range: Sight of caster Area of Effect: 15-foot-radius sphere 

Duration: 2 rounds/level Saving Throw: Neg. 

Casting Time: 5 




Upon casting tkis spell, complete silence prevails in tke affected area. 
All sound is stopped: conversation is impossikle and spells cannot ke 
cast. Back creature in tke area must make a saving tkrow; if tke save is 
failed, tken tkey are silenced for tke duration of tke spell. Tkis spell does 
not continue to affect tke area after keing cast; only tkose in tke area at 
tke time of tke casting are affected ky tke silence. 
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PRIEST SPELLS; LEVEL TWO /THREE 


Slow Poison (Necromancy) 

Range: Touch. Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 1 

‘ Bf Wken tkis spell IS placed upon a poisoned individual, it slows tke effects 

** of venom. Tkis spell does not neutralize tke poison, just slows it down 

enougk so you can get real kealing at a temple or from your party s priest. 

Spiritual Hammer (Invocation) 

Range: Sight of caster Area of Effect: Special 

Duration: 3 rounds + 1 round/level Saving Throw: None 
Casting Time: 5 

^ By calling upon kis deity, tke caster of a Spiritual Hammer spell 

_! krings into existence a magical kammer wkick may ke used a weapon 

::or tke duration of tke spell. Tke kammer strikes as a magical weapon witk 
a konus of + 1 for every six experience levels (or fraction) of tke spellcaster, 
up to a total of +3 to tke attack roll and +3 to tke damage roll for a 
13tk-l evel caster. Tke kase damage inflicted wken it scores a kit is exactly 
tke same as a normal war kammer, 2-5. 


PRIEST SPELLS, LEVEL THREE 

Animate Dead (Necromancy) 

Range: 10 yards Area of Effect: Special 

Duration: Instantaneous Saving Throw: None 

Casting Time: 1 round 

Tke effects of tkis spell are identical to tke 5tk-level wizard spell 
^ Animate Dead. 


Call Lightning (Alteration) 

Range: Caster Area of Effect: Sight of caster 

Duration: 1 turn/level Saving Throw: 1/2 

Casting Time: 1 round 

wken a Call Ligktning spell is cast, it must ke cast outside, or tke spell 
will fail. Tke caster is akle to call down kolts of ligktning, at tke rate of 
one kolt per turn. Tke spell kas a duration of one turn per caster level. Back 
kolt causes 2-8 points of electrical damage, plus an additional 1-8 points for 
eack of tke caster’s experience levels. Tkus, a 4tk-level caster calls down a 
6-48 kolt (2-1 6 -h 4-32). Tke kolt of ligktning flaskes down in a vertical 
stroke at any of tke priest’s enemies. Tke caster does not ckoose tke targets 
of tke Spell, tkougk tke ligkting will not strike any of kis allies. 
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PRIEST SPELLS, LEVEL THREE 


C ure D isease (N ecromancy) 

Range: Touch. Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 1 round 

Wk en tkis spell is placed on a diseased individual, it immediately 
cures tkem and restores 5 lost kit points. 

§ Dispel Magic (Abjuration) 

Range: Sight of caster Area of Effect: 30- foot cube 

Duration: Instantaneous Saving Throw: None 

I effects of tkis spell are identical to tke 3rd-level wizard spell 

1^ I Dispel Magic. 

Glyph of Warding (Abjuration, Evocation) 

Range: Touch Casting Time: Special 

fr Duration: Permanent until Area of Effect: Special 

^ discharged Saving Throw: Special 

j ^ A Glypk of Warding is a powerful inscription, magically drawn to 

* prevent unautkorized or kostile creatures from passing, entering, or 
opening. It can ke used to guard a small kridge, to ward an entry, or as a 
trap on a ckest or kox. Any creature violating tke warded area sets off tke 
^lypk. A successful saving tkrow vs. spell enakles tke creature to escape tke 
LJKJj effects, kut if tke save is failed, tke glypk deals 1-4 points of electrical 
-fc damage/level of tke caster to tke victim. 

Hold Animal (Enchantment/Charm) 

Range: Sight of caster Area of Effect: Special 

Duration: 2 rounds/level Saving Throw: Neg. 

Casting Time: 5 

Tkis spell kolds animals rigidly immokile. Only normal and giant- 
— —I sized animals are affected ky tkis spell. Monsters suck as wyverns, 
manticores, and carrion crawlers do not count as animals. Tke effect is 
centered on a point selected ky tke caster, and 1-4 animals witkin 5 feet of 
tke target point are affected. Tkose wko succeed on tkeir saving tkrows are 
unaffected ky tke spell. Being keld does not prevent tke worsening of tke 
sukjects’ condition due to wounds, disease, or poison. 
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PRIEST SPELLS; LEVEL THREE 


Invisibility Purge (Divination) 

Range: Sight of caster Area of Effect: 30-foot radius 

Duration: Instantaneous Saving Throw: None 

Casting Time: 8 

Any invisitle or kicUen creatures witkin tke area o :: effect nave tkeir 
'"^1 invisikility dispelled. Tkis includes creatures tkat are kidden (tkieves 
in stealtk mode) or are in Sanctuary, Improved Invisikility, Invisikility, etc. 

Miscast Magic (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: 1 turn Saving Throw: Neg. 

Casting Time: 5 

Any creature affected ky tkis spell kas its akility to cast wizard spells 
(not priest spells) severely impaired. Wken tke creature attempts to 




cast a spell it kas an 80% ckance o f fail ure. A creature can save vs. spell to 
avoid tke effect, kut at a penalty of -2. 

Prayer (Conjuration/Summoning) 

Range: Caster Area of Effect: 60-foot radius 

Duration: 1 round/level Saving Throw: None 

Casting Time: 6 




Prayer kestows favor on tke priest and kis allies, and curses tkeir 
enemies. All attacks, damage, and saving tkrows ky friendly 
ckaracters gain +1, wkile enemy attacks, damage rolls and saves are all 
penalized ky 1. Any creatures cau gkt in tke area of effect wken tke spell is 
cast will continue to ke affected ky tke spell wken tkey leave tke area, so if 
tke figkters want to ckase down tkat fleeing goklin, tke effects of tke prayer 
will follow kim. 


Protection from Fire (Abjuration) 

Range: Touch Area of Effect: 1 creature 

Duration: 1 Turn/Level Saving Throw: None 

Casting Time: 6 

Tke effect of a Protection From Fire spell differs according to tke 
recipient of tke magic - eitker tke caster or some otker creature, 
wken tke spell is cast, it confers complete invulnerakility to normal fires 
(torckes, konfires, oil fires, and tke like) and significant resistance to 
exposure to magical fires suck as fiery dragon kreatk, spells suck as kurning 
kands, firekall, fire seeds, fire storm, flame strike, etc., aksorking 80% of 
all tke damage dealt ky suck magical sources. 
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, : ' Remove Curse (Abjuration) 

. " Range: Touch Area of Effect: Sp ecial 

! t il'. Duration: Instantaneous Saving Throw: Special 

' ^ Casting Time: 6 

! i. ,'iK ■ ' ■ V 

i Tkis spell effects are exac tly tk e same as tke 4tk level mage spell, 

I _ * ■ ■ [jC£| Remove Curse. 

:mM Remove Paralysis (Abjuration) 

■J5|1 * Reinge: Sight of caster Area of Effect: 1 creature 

" 'IEK Duration: Instantaneous Saving Throw: None 

Casting Time: 6 

Or- jgV . |/3 h| By tke use of tkis spell, tke priest can free one creature from tke 


fjnk JDy me use or tnis spell, me priest can tree one creature trom me 
effects of paralyzation (wketker from a gkoul touck, a Hold spell, 
and so on). 

Rigid Thinking (Enchantment/Charm) 


[r Range: Sight of caster 

Area of Effect: 1 person or mammal 

E ■ Duration: 1 round/level 

Saving Throw: Neg. 

Casting Time: 5 



S Tke target of tkis spell must make a saving tkrow vs. spell or 

randomly wander, attack tke nearest person, or stand confused. 

Strength of One (Aiteration) 

Range: Caster Area of Effect: 25' Radius 

Duration: 7 rounds Saving Throw: None 

Casting Time: 3 

Wken tkis spell is cast, tke entire party is given an 18/76 Strengtk. 

I if a party memker kas a Strengtk kigker tkan tkis (eitker naturally, 
or tkrougk a magical item) tken kis Strengtk is lowered to 18/76. Tke spell 
lasts for seven rounds, wkereupon everyone's strengtk returns to normal. 


PRIEST SPELLS, LEVEL FOUR 

Animai Summoning I (Conjuration, Summoning) 

Range: Sight of caster Area of Effect: Sp ecial 

Duration: Special Saving Throw: None 

Casting Time: 1 round 

Tkis spell summons up to eigkt animals of 4 Hit Dice or less. It can 

ke cast indoors or outdoors, and tke types of animals summoned 

depend on tke caster's surroundings wken tke spell is cast. 
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PRIEST SPELLS; LEVEL FOUR 


Cloak of Fear (Conjuration/Summoning) 

Range: Touch Area of Effect: 1 creature 

Duration: 3 rounds Saving Throw: Negates 

Casting Time: 6 

Cloak of fear kestows tke target creature witk an aura of fear in a tkree- 
foot radius. All creatures tkat enter tke cloak's area of effect must 




make a saving tkrow vs. spell or flee in panic for 2- 16 rounds. Tke 
aura does not affect undead creatures. 


C ure Serious Wounds (N ecromancy) 

Range: Touch Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 7 


Tkis spell is a more potent version of tke Cure Ligkt Wounds spell. 
Wken laying kis kand upon a creature, tke priest keals 17 points of 
damage. Tkis kealing cannot affect undead or extraplanar creatures. 

Defensive Harmony (Enchantment/Charm) 

Range: Caster Area of Effect: 10’ Radius 

Duration: 6 rounds Saving Throw: None 

Casting Time: 1 

jSh Defensive Harmony allows a group of creatures to act as a single 
^*^1 unit for a single kattle or encounter, enkancing tke coordination of 
tkeir attacks and tactics. Tkis effect is always centered on tke caster kut 
affects all tkose witkin a 10-foot radius. Tke affected can move outside of 
tkis area after tke spell is cast and still enjoy tke kenefits of karmony. 

Wkile tke spell is in effect, eack affected creature gains a +4 konus to kis 
armor class. Tkis lasts for 6 rounds or until successfully dispelled. 

Free Action (Abjuration, Enchantment) 

Range: Touch Area of Effect: 1 creature 

Duration: 1 turn/level Saving Throw: None 

Casting Time: 7 

Tkis spell gives tke affected creature an immunity to magic tkat 
impedes movement (suck as Grease, Wek or Slow spells) and negates 
tke effects of paralysis and kold spells. 
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PRIEST SPELLS; LEVEL FOUR 


Giant Insect (Alteration) 

Range: Sight of caster 
Duration: 8 hours 
Casting Time: 7 


Area of Effect: 1-6 insects 
Saving Throw: None 


Tkis spell summons small insects to tke caster, tken enlarges tki 


cm 

' ' to giant size, turning tkem into fearsome allies. Tke strengtk and 

4 kind of tke insects varies according to tke easterns level; tke kigker level tke 
|er insects tkat are summoned. 


caster, tke strong 


Mentai Domination (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: 3 rounds/level Saving Throw: Negates 

Casting Time: 4 




Wken cast, tke target of mental domination must make a save vs. 
spell at -2 in order to avoid tke priest entering kis mind. Tke effects 
of tkis spell are similar to tke wizard spell Domination, witk a few minor 
differences. To control tke sukject tke priest must ke witkin range. Also, 
tkis requires a moderate amount of concentration from tke priest, so ke 
may enter comkat and attack; kut ke cannot cast anotker spell. 

Neutraiize Poison (Necromancy) 

Range: Touch Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 1 

Wken tkis spell is placed on a poisoned individual, it immediately 
neutralizes any poison and restores 10 lost kit points. 




Produce Fire (Aiteration) 

Range: Sight of caster 


Area of Effect: 12-foot square 
Saving Throw: None 


Duration: 1 round 
Casting Time: 7 

Wken cast, flames erupt from tke target point, doing 1-4 kit points 
of fire damage plus 1 point per level of tke caster to all creatures 




witkin tke 


ji effect. 
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PRIEST SPELLS; LEVEL FOUR 


Protection from Evil 10' Radius (Abjuration) 

Range: Touch. Area of Effect: 10’ radius 

Duration: 1 turn/Level Saving Throw: None 

Casting Time: 7 

Wken tkis spell is cast, all creatures witkin a 10' radius are affected 
^*^ 1 individually ky Protection from Evil, giving tkem +2 to Armor 
Class, +2 to Saving Tkrows and immunity to all ckarm-kased spells. 

Protection from Lightning (Abjuration) 

Range: Touch Area of Effect: 1 Creature 

Duration: 5 rounds/level Saving Throw: None 

Casting Time: 7 

Wken tke spell is cast it confers complete invulnerakility to electrical 
attacks suck as Ligktning Bolt, Skocking Grasp, etc. Tke protection 
ast for tke duration of tke spell or until successfully dispelled. 


0 


■ill 


Recitation (Abjuration, Invocation/Evocation) 

Range: Caster Area of Effect: 60-foot radius 

Duration: 1 round/level Saving Throw: None 

Casting Time: 7 

By reciting a sacred passage or declaration, tke priest invokes kis 
deity's kiessing upon kimself and kis allies, wkile sowing confusion 
and weakness among kis enemies. Tke priest's allies gain a +2 konus to 
tkeir attack and saving tkrows, and enemies of tke priest receive a -2 penalty 
to tkeir attacks and saving tkrows. Tkis spell does not nullify a prayer spell 
— tke two may ke cast in tandem, and tke effects are cumulative. 

Static Charge (Alteration) 

Range: Caster Area of Effect: Sight of caster 

Duration: 1 turn/level Saving Throw: 1/2 

Casting Time: 1 round 

□ Static Ckarge is similar to call ligktning except it can ke used indoors. 

Tkis spell allows tke caster to generate a static ckarge around any 
creature witkin tke area of effect, doing 2-8 points of electrical damage, 
plus an additional 1-8 points for eack of tke caster's experience levels. Tke 
ckarge keeps going off, once every turn, for tke duration of tke spell. 
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PRIEST SPELLS, LEVEL FIVE 

^ Animal Summoning II (Conjuration/Summoning) 

Sight of caster Area of Effect: Special 

Duration: 5 turns Saving Throw: None 

Casting Time: 8 


n By means of tkis spell, tke caster summons up to six animals tkat kave 

T I 8 Hit Dice or less. Only normal or giant animals can ke summoned; 

fantastic animals or monsters cannot ke summoned ky tkis spell (no 
manticores, dragons, gorgons, etc.). Tkis spell works indoors and outdoors. 

Champion's Strength (Alteration) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: 1 turn Saving Throw: None 

Casting Time: 2 

S Wken tkis spell is cast, tke priest effectively draws on tke strengtk of 
kis god and lends it to tke target creature, in effect creating a 
r ckampion. Tke target gains 20 - 23 Strengtk for 1 turn. As soon as tke spell 
J is cast, tke spellcaster kecomes fatigued, suffering a penalty to all tkeir rolls. 

f' Tke drawkack to tkis spell is tkat tke priest must concentrate on tke 
t connection ketween tke target and kis god for tke duration of tke spell, 
kence losing tke akility to cast any additional spells during tkis time. Tke 
\ effect lasts for one turn or until dispelled. 

' C haotic C ommands (E nchantment/C harm) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: 1 Turn/level Saving Throw: None 

Casting Time: 3 

Ckaotic Commands renders a creature immune to magical 
— IZl commands. Suggestion, Ckarm, Domination, Command, Sleep, 
and Confusion are all spells tkat fit into tkis category. 

C ure C ritical Wounds (N ecromancy) 

Range: Touch Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 8 

■ Tke cure critical wounds spell is a potent version of tke cure ligkt 

I ** I wounds spell, kealing 27 points of damage to tke wounded creature. 
Tke Spell does not affect undead or extraplanar creatures. 


118 


ICEWIND DALE^” 



PRIEST SPELLS, LEVEL FIVE 


Flame Strike (Evocation) 

Range: Sight of caster Area of Effect: 5-foot radius, centered 

Duration: Instantaneous on 1 creature 

Casting Time: 8 Saving Throw: 1/2 

Wken tke priest casts flame strike, a vertical column of fire roars 
downward onto a victim ckosen ky tke caster. Tke target must roll a 
saving tkrow vs. spell. Failure means tke creature sustains 6-48 points of 
fire damage; otkerwise, tke damage is kalved. 

Insect Plague (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: 180 x 60-foot cloud 

Duration: 2 rounds/level Saving Throw: None 

Casting Time: 1 round 

"^J Tkis spell summons a swarm of creeping, kopping, and flying insects. 

" ' 'I All creatures witkin tke swarm suffer 1 kit point of damage every 
round, spell-casting is impossikle, and any creatures of 2 Hit Dice or less will 
immediately attempt to flee tke cloud as quickly as possikle — creatures of 
5 Hit Dice or less must make a morale ckeck to remain witk tke swarm. 


Raise Dead (Necromancy) 

Range: Sight of caster 
Duration: Instantaneous 
Casting Time: 1 round 

Wken tke priest casts a Raise Dead spell, ke can restore life to one 
of kis companions. Note tkat tkis spell does not work on elven 


Area of Effect: 1 person 
Saving Throw: Special 


ckaracters, and tke corpse to ke raised must ke intact (if tke party memker 
suffered an explosive deatk, tken raising is impossikle). Tke person kas kut 
1 kit point wken raised and must regain tke rest ky natural kealing or 
curative magic. Raise Dead will not work on someone killed ky a Deatk 
Spell, Finger of Deatk, or Disintegrate. 


Righteous Wrath of the Faithful (Enchantment/Charm) 

Range: Caster Area of Effect: 30-foot radius 

Duration: 1 round/level Saving Throw: None 

Casting Time: 8 

Tkis spells kestows a form of divine madness upon tke priest ^s allies, 
improving tkeir comkat skills. All tke priest s allies in tke area of 
effect gain a +1 to attack rolls and saving tkrows, plus 1-8 konus kit 
points for tke duration of tke spell (tkese kit points can take a target keyond 
tkeir kit point maximum). All creatures of tke same alignment, kowever, 
gain an extra attack every round and a +2 to tkeir attacks, damage rolls, and 
saving tkrows. 
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PRIEST SPELLS; LEVEL FIVE / SIX 


Spike Stones (Alteration, Enchantment) 

Range: Sight of caster Area of Effect: 10-foot square/level 

Duration: 1 round/level Saving Throw: None 

Casting Time: 6 

Tkis spell warps tke surrounding rock, reskaping tke terrain into 
spiked projections tkat klend into tke kackground. Any creature 
entering tke area takes 2-8 kit points of damage every round. 




PRIEST SPELLS, LEVEL SIX 

Animal Summoning III (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: Special 

Duration: 5 turns Saving Throw: None 

Casting Time: Q 

A more powerful version of animal summoning II, animal summoning 
III allows tke caster to call up to four animals of 16 Hit Dice or less. 




Only normal or giant animals can ke summoned; fantastic animals or monsters 
cannot ke summoned ky tkis spell (no manticores, dragons, gorgons, etc.). 
Tkis spell can ke cast indoors or outdoors. 

Conjure Fire Elemental (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: Sp ecial 

Duration: 1 turn/level Saving Throw: None 

Casting Time: 1 round 

Similar to tke wizard spell, conjure fire elemental, tke priest version 
-SJ summons a more powerful elemental (65% ckance of a 12 Hit Dice 
elemental, 20% ckance of a 16 Hit Dice, 10% ckance of a 20 Hit Dice and 
5% ckance of a 24 Hit Dice elemental). Tke elemental will okey tke commands 
of tke priest, kut tke priest does not kave to concentrate on it to control it, 
leaving tkem to ke free to perform otker actions wkile tke fire elemental 
turns kis enemies to cinders. Tke elemental will last until tke spell duration 
expires or tke elemental is slain. 

Entropy Shield (Abjuration) 

Range: Caster Area of Effect: Caster 

Duration: 1 round/level Saving Throw: None 

Casting Time: Q 

Wken cast, tkis spell surrounds tke caster witk a defensive maelstrom of 
energy tkat klocks or deflects many attacks. Tkis gives tke priest a +6 




bonus to armor class and a 50% resistance to most attack forms: electricity, 
ire, cold, and so on. It also gives tke caster +2 to all tkeir saving tkrows 
and immunity to all missile-kased attacks. 


ICEWIND DALE^^ 




PRIEST SPELLS, LEVEL SIX / SEVEN 


Area of Effect: Special 
Saving Throw: 1/2 


Fire Seeds (Conjuration) 

Range: Touch 

Duration: 1 turn/level of the caster 
Casting Time: 1 round 

Tkis spell creates four grenade-like missiles in tke priest's inventory 
"^1 tkat can ke kurled at any target up to 40 yards away. (Tkese missiles 
ast only for tke spells duration, so don't korde tkem.) Wken tkey Ian d, tke 
seed explode, doing 2-l6 points of damage to everytking witkin a five- foot 
radius. A creature struck directly ky tke seeds receives no saving tkrow, kut 
creatures kit ky tke splask damage are allowed to make a saving tkrow vs. 


spell for kalf-damage. 

Heai (Necromancy) 

Range: Touch 
Duration: Instantaneous 
Casting Time: 1 round 

Heal wipes away disease and injury from a target creature. It cures 
klindness, diseases, feeklemind and restores tke target to maximum 


Area of Effect: 1 creature 
Saving Throw: None 




m 


to tke target and UinJ ing kim for 1-6 rounds if a saving tkrow vs. spells is 
failed. if tke saving tkrow is made, tke target only takes kalf damage and is 
not klinded. Undead creatures are particularly vulnerakle to tkis spell — 
tkey take doukle damage and are klinded for twice tke duration as otker 
creatures, even if tkey make tkeir saving tkrow. 


.-it: 


kit points if tkey kave keen injured. 

Sol's Searing Orb (Invocation) 

Range: Sight of caster Area of Effect: 1 Target 

Duration: Instantaneous Saving Throw: Special 

Casting Time: 6 

Tkis spell all ows tke caster to kurl a krilliant, searing flask at a target. 
Wken it kits, it explodes in a flask of ligkt, doing 6-36 of fire damage 


PRIEST SPELLS, LEVEL SEVEN 

Confusion (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 40-foot square 

Duration: 1 round/level Saving Throw: Special 

Casting Time: 1 round 

Jt Tkis spell causes confusion in 1-4 creatures +1 creature/2 levels of 

caster in tke area of effect, if tke creatures ::ail tkeir saving tkrow vs. 

spell at a -2 penalty, tkey will eitker wander away, stand in place, or attack 
anotker creature randomly. 
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PRIEST SPELLS, LEVEL SEVEN 


Conjure Earth Elemental (Conjuration/Summoning) 

Range: Sight of caster Area of Effect: Sp ecial 

Duration: 1 turn/level Saving Throw: None 

Casting Time: 1 round 

Similar to tke wizard spell, conjure eartk elemental, tke priest version 
_=LJ summons a more powerful elemental (65% ckance of a 12 Hit Dice 
elemental, 20% ck ance of a 16 Hit Dice, 10% ckance o f a 20 Hit Dice 
and 5% ckance of a 24 Hit Dice elemental). Tke elemental will okey tke 
commands of tke priest, kut tke priest does not kave to concentrate on it 
to control it, leaving tkem to ke free to perform otker actions wkile tke eartk 
elemental pounds kis enemies into gravel. Tke elemental will last until tke 
spell duration expires or tke elemental is slain. 

Creeping Doom (Conjuration/Summoning) 

Range: Caster Area of Effect: 20-foot square 

Duration: 4 rounds/level Saving Throw: None 

Casting Time: 1 round 

Creeping Doom summons a mass of insects in a 20-foot square area 
tkat will promptly spread out and attack tke player s enemies. Tke 
swarm is composed of various keetles, spiders and otker creatures, eack of 
one will sting once and die - as a result, tke swarm will generally kill any 
creature not immune to normal attacks kef ore tke swarm is destroyed. 


Fire Storm (Evocation) 

Range: Sight of caster Area of Effect: 1 0 feet hy 20 feet 

Duration: 1 round Saving Throw: 1/2 

Casting Time: 1 round 

Tkis spell causes tke area of effect to ke covered in roaring flames, 
•^^1 doing 2-1 6 +1 kit point/level of tke priest to anytking witkin tke 
area of effect and anytking witkin 10 feet of tke klast. Creatures are allowed 
a saving tkrow vs. spells to take kalf- damage from tke klast. 

Impervious Sanctity of Mind (Abjuration) 

Range: Caster Area of Effect: Caster 

Duration: 1 turn/level Saving Throw: None 

Casting Time: 1 round 

Tkis spell steels tke caster's mind against any outside influence. 

^^1 Ckarm, command, confusion, domination, fear, feeklemind, kold, 
sleep and any psionic attack directed at tke caster will fail as long as tkis 
spell is in effect. 
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PRIEST SPELLS; LEVEL SEVEN 


Resurrection (Necromancy) 

Range: Touch. Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 1 round 

Restoring life to tke dead is one of tke priest's most powerful spells. 
-^^1 Resurrection can restore a ckaracter to life witk full kit points; tke 
deceased ckaracter must ke in tke party for tkis spell to work. Resurrection 
will not work on someone killed ky a Deatk Spell, Finger of Deatk, or 
Disintegrate. Unlike Raise Dead, Resurrection will work on elven ckaracters. 

Sunray (Evocation, Aiteration) 

Range: Sight of caster Area of Effect: 5-foot radius 

Duration: 2-5 rounds Saving Throw: None 

Casting Time: 3 

\ Tkis spell all ows tke caster to evoke a dazzling keam of ligkt in a 

— ^ 10-foot diameter radius. Creatures in tke area of effect must make a 
saving tkrow vs. spells or ke klinded for 1-3 rounds. Undead or fun goid 
creatures toucked directly ky tke ligkt take 8-48 points of damage (kalf 
damage if tkey make a saving tkrow vs. spell) and any undead or fun goid 
creatures witkin 20 feet of tke sunray's effect take 3-18 points of damage 
(a saving tkrow vs. spell negates tke damage). 

Symboi of Hopeiessness (Conjuration/Summoning) 

Range: Touch Area of Effect: 60-foot radius 

Duration: 3-12 Turns Saving Throw: Negates 

Casting Time: 3 

All creatures witkin 60 feet of tke symkol of kopelessness wken it's 
invoked must make a saving tkrow vs. spell, if failed, tkey will stand 
in place, overwkelmed ky dejection and surrender. Tkey will make no move 
to defend tkemselves from attack. 

Symboi of Pain (Conjuration/Summoning) 

Range: Touch Area of Effect: 60-foot radius 

Duration: 2-20 Turns Saving Throw: Negates 

Casting Time: 3 

All creatures witkin 60 feet of tke symkol of pain wken it's invoked 
must make a saving tkrow vs. spell, if Jailed, tkey are overwkelmed 
3y pain, suffering a -4 to tkeir attack rolls, a -2 to Dexterity and a -2 to 
tkeir Armor Class. 
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OUTFITTING YOURSELF 

Tke Inventory Page and Low to equip items are discussed in tke interface 
section on Inventory in tke Game Guide. (See Takles 8a-k on page 140 
for listings of Armor Class konuses.) 




ARMOR 

Full plate Armor: Tke kest (and keaviest) armor a warrior can 
kuy, kotk in appearance and protection. Tke perfectly fitted 
interlocking plates are specially angled to deflect arrows and 
klows, and tke entire suit is carefully adorned witk rick engraving and 
emkossed detail. 

Plate Mail: A comkination of ckain armor witk metal plates 
covering tke vital areas suck as tke ckest, akdomen and groin. 

Tke wei gkt is distrikuted over tke wkole kody and tke wkole tking 
is keld togetker witk kuckles and straps. 


Splint Mail: A type 
vertically to tke kac. 
and relatively inexpensive compared to plate mail 


of mail in wkick tke metal strips are applied 
femg of ckain or leatker. Tkis armor is strong 


Ckain Mail: Ckain mail is made of interlocking metal rings. It 
is always worn over a layer of padded fakric or soft leatker to 
prevent ckafing and lessen tke impact of klows. 

Studded Leatk er: Tkis armor is made from leatker (not 
kardened as witk normal leatker armor) reinforced witk close-set 
metal rivets. 


Leatker: Tkis armor is made of leatker kardened in koiling oil 
and tken skaped into kreastplate and skoulder protectors. Tke 

rom more ffexikle, somewkat 


remainder o: 


der of tke suit is faskioned £ 


■ materials. 


SHIELDS 


U: 


Large Skield: Also known as tke kite or tower skield, tkis 
massive metal or wooden skield reackes nearly from tke ckin to 
tke toe of tke user. It must ke firmly fastened to tke fo 


rorearm and 


tke skield kand must firmly grip it at all times. 


Medium Skield: Tkis skield is carried in tke same manner as a 
small skield. Medium s kields are usually made of metal, range 
from 3^-4’ in diameter, and can ke of any skape, from round to 
square to a spread dragon’s wings. A typical medieval skield resemkles a 
triangle witk one point facing downward. 


Ill 
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Small Shield : The small shield is usually round and is carried c 
the forearm, gripped with the shield hand. Its light weight as 
' ' compared to a medium shield permits the user to carry other 

items in that hand, although he cannot wield or carry another weapon. 

Buchler: Bucklers are slightly smaller versions of small s kielJs. 


CLOTHING AND JEWELRY 

Amulets: Amulets are jewelry (sometimes magical) suspended 
from a chain worn around the neck. Only one amulet can he 


'ft 


m 


worn at a time 

Boots: Boots are normally hand-made hy cohhlers. Common 
hoots are made hy using a form, hut good hoots are designed for 
the foot of an individual. 

Bracers: These thick hands of metal or leather are strapped, 
helted, or tied to a character s forearm. 

Cloak: Cloaks can he made in every possible shape with just 
about every type of fabric. The most common forms are a circula 
piece of fabric with a hole in the center for the head, and fabric 


draped from neck, connected hy a chain, brooch, cord, or pins. 


Gauntlets: Gauntlets are armored gloves. They can he made of 
leather, metal plates, or chain mail. Every suit of armor is assumed 
to include gauntlets of an appropriate type. Magical gauntlets tend 
to he finer, lighter, and more easily worn than normal varieties. 


Girdles: Girdles are similar to belts. Unlike belts, girdles are not 
used to hold up pants and dungarees, hut to carry pouches, 
scabbards, and t he like. 

Helmets: Helmets, made of reinforced leather or metal, cover 
most of the head, save the face and neck. Helmets protect against 
critical hits. 

Nechl ace: A necklace is a piece of ornamental metal jewelry usually 
made of silver, gold, or other precious metal, and adorned with gems. 
A necklace is always worn on the neck and can he of any length. 

Rin^s: Rings are worn on the fingers and often carry an 
enchantment. One can he worn on each hand. 
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ARMING YOURSELF 

See Tatles 6&7 on page 139 for listing of weapon cost, type, restrictions, 
damage, speed factors, and size. Here are some trief descriptions of tke 
weapons, missile weapons and ammo you can find in Icewind Dale: 


Arrows: Tke fligkt arrow, as its name implies, is kuilt for 
distance. Tkese are ligk wei gk arrows and are often used for 
kunting. Most of tkese arrows are made of ask or kirck and a: 


30 to 40 inckes long. 

Bastard Sword: Also known as tke kand-and-a-kalf swor J, tke 
kastard sword derives its name from tke fact tkat it is kalfway 
ketween tke two-kanded sword and tke long sword. Tke kastard 
sword kas a doukle- edged klade and a long grip. Tke overall lengtk of tke 
kastard sword ranges ketween four feet and four feet ten inckes. 




Battle Axe: Tke most common version of tke kattle axe is a 
stout pole akout four feet in lengtk witk a single-edged, trumpet- 
skaped klade mounted on one end. 

Bolt: A kolt is tke ammunition fired ky crosskows regardless of 
tke weapon’s size. 


Broad Sword: Tke kroad sword is a keavy military sword witk a 
doukle- edged klade. Altkougk a little slower tkan a long sword, 
tke kroad sword tends to ke more damaging. 

Bullet: A kullet is a pellet of kardened clay or lead cast 
specifically as ammunition for tke sling. 

Cluk: Most cluks are stout, kardwood sticks, narrow at tke grip 
and wider at tke end. Anyone can find a good stout piece of wood 
and swing it; kence tke cluk’s widespread use. 

Crosskow: A crosskow is a kow mounted crosswise on a wooden 
or metal stock. Tke crosskow fires a quarrel (also called a kolt). 

Da^^er: Tke typical dagger kas a pointed, doukle-edged klade, as 
opposed to a knife, wkick kas a single edge and is a kit skorter. 


Dart: Tke dart is a small missile weapon tkat is tk; 
tkan fired from a kow or otker launcker. 


rown ratner 
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Flail: Tke flail is y wooden kandle attacked to an iron rod, 

a wooden rod witk studs, or a studded iron n tke 

kandle and its implement is eitker a kinge or ckain link. 

j Halkerd: Tke kalkerd consists of a cleaver- kke axe klade 

mounted on a staff averaging six J:eet in lengtk. Tke axe klade is 

— kalanced at tke rear witk a fluke, and surmounted ky a skarp 

spike. A kalkerd comkines features of kotk a spear and an axe. 

Lon^ Bow: Tkis type of kow is akout as long as tke arcker is 
S tall, usually 6 or more feet. It kas ketter range tkan tke skort 

kow. Composite long kows are kows made from more tkan one 

type of material. Tkis gives greater flexikility and ketter range. 


Long Sword: Tkese swords are usually referred to as doukled- 
edged swords, war swords, or military swords. In many cases, tke 
long sword kas a single-edged klade. Tkere is no single version of 
tke long sword, and tkey vary in lengtk from 35 inckes to 47 inckes. In tke 
latter case, tke klade is known to take up as muck as 40 inckes of tke total 
len gtk. Most long swords kave a doukle-edged klade and a skarp point at tke 
tip. Despite tke tip, tke long sword is designed for slasking, not tkrusting. 


Mace: Tke mace is a direct descendant of tke cluk, keing a 
wooden skaft witk a stone or iron kead. Tke kead design varies; 
some keing flanged, and otkers kaving pyramidal knoks. 


Morning Star: g star is a wooden skaft topped witk 

a metal kead made up of an iron skeatk. Morning stars kave an 
overall lengtk of akout four feet. Some suck weapons kave a 
round, oval, or cylindrical skaped kead studded witk spikes. 

y Quarterstaff : Tke quarterstaff is a lengtk of wood ranging six to 

nine feet in lengtk. Higk quality staves are made of stout oak and 

are skod witk metal at kotk ends. Tke quarterstaff is wielded witk 

kotk kands. 

Scimitar: Tkis sword is a long, curved sin gle-edged Llade 
intended mostly for korsemen. Druids can use it, and it comes in 
kandy skould you ke ckosen to ke tke tkirteentk warrior in a 
kand of Norsemen. 

E Skort Bow: Tkis is tke earliest form of kow. Skort kows are 
akout 5 feet long. As tke years passed, attempts were made to 

increase kow ranges. Bows were eitker made longer or flexikility 

was increased witk no ckange to tke lengtk. Tke former resulted in tke long 
kow. Composite skort kows are kows made from more tkan one type of 
material. Tkis gives greater flexikility and ketter range. 
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Snort Sworn: Tne snort sworn is tne first type of sword to come 
into existence. A sliort sword kas a doukle-edged klade akout two 
feet long. Tke sword tip is usually pointed, ideal for tkrusting. 

a Slin^: Tke kasic sling consists of a leatker or fakric strap witk a 
pouck for kolding a missile. Tke weapon is keld ky kotk ends of 

I tke strap and twirled around tke wielder's kead. Wken top speed 

J is attained, tke missile is launcked ky releasing one of tke strap’s ends. 


Spear: One of man’s earliest weapons, dating kack to tke most 
primitive of times, tke first spears were wooden sticks skarpened 

at one end. Wken man mastered metals, spearkeads were made 

from iron and steel. 


Tkrowing Axe: Tke klade of tkis axe kas a skarp steel tip, 
counterkalanced ky a pointed fluke. Tke skort kandle kas a point 
of tke kottom and tke kead may kave a spike on tke top. 

Tkrowing Dagger: Similar to a dagger, kut kalanced for 
tkrowing. 


Two-Handed Sword: Tke nded sword is a derivative of 

tke long sword. Tke klade was lengtkened to 6 feet or more, and 
tke kandle extended. Two kands kecame necessary to properly 
swing tke sword. 


Warkammer: Tke mmer consists of a wooden or metal 

skaft capped witk a metal kead. Tke kead is usually a klock, a 
cylinder, or a wedge witk a flat or sli gktly rounded face. Tke keft 
of tke kead makes tke kammer ideal for swinging and crusking tkrougk 
armors of all types. 


MAGICAL ITEMS AND TREASURE 

Your party will come across a wealtk of gold during tkeir adventures, kut 
tkere will ke otker treasures tkat your ckaracters will not want to sell or give 
away, most notakly magic items. Magical items are powerful aids. Witk 
tkem, ckaracters can gain konuses in comkat, cast spells witk a mere word, 
witkstand tke fiercest fire, and perform feats impossikle ky any otker 
means. Not all magical items are keneficial, kowever. Some are cursed, tke 
result of faulty construction or tke delikerate kandiwork of an evil or 
vengeful wizard. 

Unidentified magical items are tinted klue; items tkat cannot ke use Jty 
tke current ckaracter are tinted red. 

Magical Weapons: Tk ere can ke a magical version of nearly any type of 
normal weapon. By far tke most common magical weapons are swords and 
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daggers. A magical weapon typically gives a +1 or greater Lonus, increasing 
a ckaracter’s ckance to kit and damage. Wketker tkey are simply quicker 
on tke attack, or skarper tkan normal steel, magical weapons give results 
far keyond tkose of tke finest- crafted non-magical klade. A rare few 
weapons kave even greater powers. 

Wken you find a magical weapon, more tkan likely you will not know its 
properties. Tkese properties must ke learned tkrougk researck and spells, 
identify spells and ckaracters’ lore akilities can provide information akout a 
weapon’s properties. 

Magical Armor: Enckanted armor complements magical weapons. Tkese 
armors kave a + 1 or ketter konus to tkeir normal Armor Class, keing 
made stronger and finer tkan non-magical armor. Furtkermore, tkese 
armors grant some measure of protection against attacks tkat normal 
armors would not stop. Ckain mail +1, for instance, improves tke 
ckaracter’s saving tkrow against a fiery magical attack ky 1. In rare 
instances, armor may possess extraordinary powers. Altkougk suck armors 
are generally finely made and elakorately engraved, ckaracters can discover 
tke armors’ powers only ty tke same metkods tkey use to discover tke 
powers of magical weapons. 

Potions and Oils: Magical potions and oils are easily found kut 
^ kard to identify. Tkey come in small kottles, jugs, pots, or vials 

and clearly radiate magic. Tke kasic function of a potion may ke 

apparent, kut wketker it is truly keneficial or not is only evident in tke 
drinking. Results can vary — tke imkiker may discover ke can resist great 
keat or cold, keal grievous wounds, or fearlessly face tke greatest dangers. 
He may also find kimself struck dead ky a powerful poison. 


Scrolls: Scrolls are a convenience and luxury for spell casters. By 
reading tke incantation written on tke pages, tke priest or wizard 
can instantly cast tkat spell witkout tke need to memorize it. 
Some scrolls are usakle ky all ckaracters, granting special kut temporary 
protections from various dangers — evil creatures, lycantkropes, extraplanar 
creatures, etc. Otker scrolls kear kideous curses, krougkt into effect at tke 
time of tkeir use. Tke only way to know wkat a scroll contains is to 
identify its contents. Wizards can also use wizard scrolls to inscrike spells 
into tkeir spellkooks. Tkis option appears on tke item’s information page. 


Rin^s: Magical rings are usakle ky many nt and can 

kestow a wide range of powers. As witk all magical items, some 
rings can karm your ckaracter. Cursed rings can ke removed only 
witk tke aid of spells. 

Wands, Staves, and Tkese ong tke most powerful 

of magical items. Wands are commonly used ky wizards, allowing 
tkem to cast powerful spells witk tke flick of a wrist. Staves can 


ke used ky eitker a wizard or a priest. Staves can ke truly destructive, dwarfing 
even tke potential of a wand. Rods are tke rarest of all, tke accoutrements 
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of witck-kings and great lords. Wands, staves, and rods are not limitless in 
tkeir power, kowever; eack use drains tkem sligktly until tkey are powerless. 

Miscellaneous Magic: Miscellaneous magical items are wkere 
tke true variety of magical treasures lies. Eack item possesses 
some unique power. Tkere are girdles tkat grant great strengtk, 
caps to make your ckaracter smarter, rare tomes tkat increase a kility scores, 
and muck, muck more. 


ARCANE ITEMS 

ficu^ made a ka&it 

mre cm^cme itemA mmored ta fume feen <ieen 
and Sadfumen t^eqUon 
(dt uifmn tfie maiSlA at 

ta me onii^ ^ mmat^. (1 cotreifiQndevwe 
in uimxtaS^^ a man 
tcuJi cumciAdn^ a (id 


(mme tke 
tfie 



tfie 
(^et me ta 


t*e(lcA feileaed ta fe (ad irntfun tke at*ea. 

Gmuiet 


tfve name 
Aumc tfie fildarlckt 


3fuA amuiet umA a*a^ted ^ tfie encfumtet^ £>efemon a^ Salimpnd 
in 121 and it U fenejoed one a^ tkem umA canted inta tke 
Shine of tfie ^oAd mautdamA ^ an eken ummnt^'ma^ named 
refan uudnmnd cwaund 8^0 3jlfi. A U dold tke amulet can 
make tke uAer immune ta manu jifu^Aicai and ma^lcai ottacfiA, fut 
tke exact uxirfun^ a^ tke amuiet are unknown. ^eSLemon U (udd ta 
fume fund a formula ^ar cra^tina tfieAe amufed, fut tfie formula 
woA (ad wfien feoiauA mmfA fulled fdm and tfien attem!jpted ta 
dujiiicate tke jpracedjure. ^Eaefun^ tke talent tkat £>eleman jmAAeAAed 
(oA well OA an inajfillti^ ta mad fuA (kadkancti , fuA iwoIa j^ieruked 
cittemjdln^ ta mjsllcciite tfie amuietA, dedrai^ln^ tkeir (ofarcdorleA 
and tfiernAekeA. 

c9 6earcfi ^or tfuA weapon dill, ani^ ta ^ee far nu^ tke 
potential a^ Qrcl(Ji crapAmonAfdp — and tke lengtfA ta wfdcfi 
tfiQAe tfiat tfie arc ^ad StmmnuJfi will ^ ta cartn^ out fuA 

wilt 3lflan(^ deAcriptlanA of SleraicC^ exld — tke 


meteoric iron, aald ta fume feen Juxpod to reAemkle an eken 
^emur, and d wrapped in tanned eken (kin. ^onAecrated ^ orcUk 
priedA, Steroid woa field ^ tfie fdgk pried o^ tfie &ine 

^Eeqion until fie ^efl wSfule (eadln^ fuA people aqaind tke eken 
forced at tfie Stand a^ tfie Sekiarine. ulumotA cmaut tke ^laii(i 
powetA ajfaund, fut it d (udd to fe aMe ta afiatter tfie faneA a^ 
qiand and indill f^ear in am^ creature it (drikeA. 
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Sf^iecw CLJi 

3fie 6fiecu* tfie fumte*^, tfuA ^aul ^fiecu* u?oa uAed ^ ^Uaicwite 
jitied^ on meir^ 3li^ SltmJtA in jit^ehamtlon ^of« tfiew MxixnLi^ 
ceieimiicmA. 3fve &vcl(A iron tip. U. ^ar&ed, tfve aAo^ ihei^ earned 
^t*am a (dn^ie piece aJk umad; it U (iold tfiat u^fien tfie 6peai* 
MAca <me, tfie \pmAAJt,^^ teewm^ mta tfie opponent and 

(Jit^eddin^ fuA ^adi^. 3ne (^peat^ omA imtiatfy. ioAt dumna a famt in 
MaaAmoxid aimad tmeloe i^^exwA aoa, SieAk in 3\AAidxifuw 
ciaimA a caraoan moAtet* ^ipoAe o| Aeemxj. an item matc^muj. tfie 
6peoi* A deAcnption in tfie fuxndA o| fiumanoidA in tfie nodk. 9lom 
it armmd in tfie Spine tfie ^qAA mxmntainA U unknojam. 

Sjune^^fiea^ 

3filA coAAmrd A weapon woaaIA AC<wceL^ wodk tfie Ateei ft*om 
wfilcfi it U made, fut it U in tfie inteteAtA o^ tfie cfiut*cfi tnat it fe 
teefedmed, and i^ poAdMe, deAtmi^ed. Aa name (xppcwentfi^ dedoed 
tfie omne^A predilection ^or drwing^ it inta tfie faefiA ol fuA 
enemleA, tfie tip o| tfuA ionc^ Atiletta ftoA feen (ipecicMn enenanted 
ta penetirate atmor^ oa ii it wete nothing mote tfum ctotfu A iA 
Aoid tfuxt tfie OAAOAdn Seledotr £allmport uAed tfuA weaponA 
oqalnAt do/^enA o^ cictimA fe^ore fie fiimAel^ woa polAoned ^ an 
eoAlly. fdfed Aemant in tfie emplxu^ fuA enemleA. 3/e tX: 
wieldA a coumidA weapon deJemeA a coumidA death. 

Stimn (Lmo^^ 

3filA atmotr t4 a mod intnquin^ piece, a work art ^OAfiloned 
^rom tfie fiandA dwarceA arm eleeA. 3lot onh^ it U Aoid ta ^we 
tfie wearer p*oo^ agalnAt mam^ attacfiA, inciudlnq pre and cold, 
aeld and electrvciti^ tfie iSilouclk Swan Grmor U keueaed ta qme tfie 
wearer additional command a&llti^. ^£aAt reported worn ^ an 
elaen marAfial in tfie Severed 9land, it woa felieced tfuA armor 
WOA ioAt when orcA Aoehed tfie region memu decadeA aqa. (2 recent 
cammunic^ ^ram one a^ the dlmnerA in 3^aterdeep, fvawecer, 
OAAoreA me it fioA feen pmnd aomn fat U poAACAAed ^ an eml 
warrior within the Spine a^ the ^or(d. r9^ the opportunlb^ peAentA 
P c9 muAt attempt ta pnd Ua wfiereahautA and recledm it 

- Sverard, I^aiile-Priesi of Tempus. 
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TABLES 

TABLE 1: CHARACTER ABILITY SCORES 



n 



Table 

lA; 

Character Ability Scores 



STRENGTH 

DEXTERITY 

CONSTITUTION 

Ability Score 

Hit Adj 

Dam. Adj 

Wt Allow 

Bashing % 

React Adj 
Miss. Att Adj 

AC Adj 

HP Adj 

3 

-3 

-1 

5 

3 

-3 

+4 

-2 

4 

-2 

-1 

15 

4 

-2 

+3 

-1 

5 

-2 

-1 

15 

4 

-1 

+2 

-1 

6 

-1 

0 

30 

6 

0 

+1 

-1 

7 

-1 

0 

30 

6 

0 

0 

0 

8 

0 

0 

50 

8 

0 

0 

0 

9 

0 

0 

50 

8 

0 

0 

0 

10 

0 

0 

70 

10 

0 

0 

0 

11 

0 

0 

70 

10 

0 

0 

0 

12 

0 

0 

90 

12 

0 

0 

0 

13 

0 

0 

90 

12 

0 

0 

0 

14 

0 

0 

120 

14 

0 

0 

0 

15 

0 

0 

120 

14 

0 

-1 

+1 

16 

0 

+1 

150 

16 

+1 

-2 

+2 

17 

+1 

+1 

170 

18 

+2 

-3 

+2(+3) 

18 

+1 

+2 

200 

20 

+2 

-4 

+2(+4) 

18/01-50 

+1 

+3 

220 

25 




18/51-75 

+2 

+3 

250 

30 




18/76-90 

+2 

+4 

280 

35 




18/91-99 

+2 

+5 

320 

40 




18/00 

+3 

+6 

400 

45 




19 

+3 

+7 

500 

50 

+3 

-4 

+2(+5) 

20 

+3 

+8 

600 

55 

+3 

-4 

+2(+5) 

21 

+4 

+9 

700 

60 

+4 

-5 

+2(+6) 

22 

+4 

+10 

800 

65 

+4 

-5 

+2(+6) 

23 

+5 

+11 

1000 

70 

+4 

-5 

+2(+6) 

24 

+6 

+12 

1200 

75 

+5 

-6 

+2(+7) 

25 

+7 

+14 

1600 

80 

+5 

-6 

+2(+7) 


strength 

Hit Ajj: Added or suttracted from tfie attack roll during oomkat. A 
positive number makes tke opponent easier to kit. 


Dam Adj: Added or suLtracteJ from tke damage inflicted ky a succussful 
melee attack. 

Wt Allow: Tke ckaracters weigkt allowance — kow muck tkey can carry 
witkout keing encumkered. 

Bashing %: Tkis is tke percentage ckance a ckaracter kas to kask open a 
locked door or ckest. 
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Dexterity 

React Ajj: Modifies tke roll to see wketker a ckaracter is surprised. Tke 
more positive tke modifier, tke less likely tke ckaracter is to ke surprised. 

Miss. A.tt AJj: Added or suktracted from tke to kit roll wken using a 
ranged weapon. A positive numker makes tke opponent easier to kit. 

AC Adj: Added or suktracted from tke ckaracter s AC. Since a lower AC is 
ketter, a lower or more negative numker is ketter. 

C onstitution 

HP Adj: Tkis numker is added to tke Hit Point roll a ckaracter makes 
wken going up a level or wken starting tke game. Numkers in parentkesis 
are for warriors only. 




Table IB 

: C haracter Ability 

Scores 




INTELLIGENCE 

WISDOM 

CHARISMA 

Ability 

Spell 


% to Max # 

Lore 

Bonus 

% Spell 

Lore 

Reaction 

Score 

Level 

Learn Spell Spells/ Level 

Bonus 

Spells 

Failure 

Bonus 

Adj 

3 




-20 


50 

-20 

-5 

4 




-20 


45 

-20 

-4 

5 




-20 


40 

-20 

-3 

6 




-20 


35 

-20 

-2 

7 




-10 


30 

-10 

-1 

8 




-10 


25 

-10 

0 

9 

4th 

35 

6 

-10 

0 

20 

-10 

0 

10 

5th 

40 

7 

0 

0 

15 

0 

0 

11 

5th 

45 

7 

0 

0 

10 

0 

0 

12 

6th 

50 

7 

0 

0 

5 

0 

0 

13 

6th 

55 

9 

0 

1st 

0 

0 

+1 

14 

7th 

60 

9 

0 

1st 

0 

0 

+2 

15 

7th 

65 

11 

+3 

2nd 

0 

+3 

+3 

16 

8th 

70 

11 

+5 

2nd 

0 

+5 

+4 

17 

8th 

75 

14 

+7 

3rd 

0 

+7 

+4 

18 

9th 

85 

18 

+10 

4th 

0 

+10 

+5 

19 

9th 

95 

All 

+12 

1st, 4th 

0 

+12 

+8 

20 

9th 

96 

All 

+15 

2nd, 4th 

0 

+15 

+9 

21 

9th 

97 

All 

+20 

3rd,5th 

0 

+20 

+10 

22 

9th 

98 

All 

+25 

4th,5th 

0 

+25 

+11 

23 

9th 

99 

All 

+30 

5th, 5th 

0 

+30 

+12 

24 

9th 

100 

All 

+35 

6th, 6th 

0 

+35 

+13 

25 

9th 

100 

All 

+40 

6th,7th 

0 

+40 

+14 



I ntelligence 

Spell L evel: Tke kigkest level of spells a wizard witk tkis intelligence can 
comprekend and use. 
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% to Learn Spell: Tke percentage ckance tkat a wizard can learn a spell and 
add it to kis spellkook. Tkis numker also represents tke wizard's ckance to 
successfully cast a spell from a scroll. For every spell level kigker tkan tke 
wizard can comprekend, tke wizard receives a -10% penalty. For example, a 
wizard wko can cast 3rd-level spells trying to use a 5tk-level spell scroll, kas 
a -20% penalty. 

Max # Spells/Level: Tkis is tke maximum numker of spells tkat a wizard 
can kave in kis spell kook per level of spell. Tkat is, a 3rJ-l evel wizard witk 
an Intelligence o f 16 could learn a maximum of 11 Ist-level and 11 2nd- 
level spells. 

Lore Bonus: Tkis konus is added to tke ckaracter's Lore akility. Tkis is 
cumulative witk tke Lore konus for Wisdom. 

Wisdom 

Mag Def A.dj: Applies to saving tkrows against magical spells tkat attack 
tke mind. 

Bonus Spells: Tkis is tke numker of additional spells a priest receives for 
exceptional Wisdom. Tke konus spells are cumulative as you move down 
tke takle. Tkus, a priest witk a 17 in Wisdom gains two 1st, two 2nd, and 
one 3rd-level spell as konuses to tkeir normal spellcasting akilities. Tkese 
spells kecome availakle only wken tke priest can normally access spells of 
tke appropriate level. Paladins and rangers do not gain tkese konus spells 
wken tkey get tkeir priest spells - tke konus is for priests only. 

% Spell Failure: Tke ckance tkat a spell attempt ky a priest or druid 
ckaracter will failt efore keing successfully cast. 

Lore Bonus: Tkis konus is added to tke ckaracter's Lore akility. Tkis is 
cumulative witk tke Lore konus for Intelligence. 

C harisma 

Reaction A.Jj: Tkis is tke penalty or konus due tke ckaracter wken dealing 
witk NPCs or intelligent creatures. For encounter reactions, tke computer 
generates a numker ketween 8 and 12, and tken applies tke modifier. Tke 
results indicate tke reaction of tke encounter to your party: 

1-7: Hostile reaction 

8-14: Neutral reaction 

15-20: Friendly reaction 
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TABLE 2: THIEVING ABILITY MODIFIERS 


Race 

Dexterity 

Pick Pickets (15)* 

Open Locks (10)* 

Detect Traps (5)* 

Stealth (10)* 
(Move Silently/ 
Hide in Shadows) 

Dwarf 



+10 

+15 


Elf 


+5 

-5 


+10 

Gnome 



+5 

+10 

+5 

Half Elf 


+10 



+5 

Halfling 


+5 

+5 

+5 

+15 


9 

-15 

-10 

-10 

-20 


10 

-10 

-5 

-10 

-15 


11 

-5 


-5 

-10 


12 




-5 


13-15 






16 


+5 




17 

+5 

+10 


+5 


18 

+10 

+15 

+5 

+10 


19 

+15 

+20 

+10 

+15 


20 

+20 

+25 

+15 

+18 


21 

+25 

+30 

+20 

+20 


22 

+30 

+35 

+25 

+23 


23 

+35 

+40 

+30 

+25 


24 

+40 

+45 

+35 

+30 


25 

+45 

+50 

+40 

+35 


* The numbers in parentheses reflect the base ability of a Ist-level thief before Race/Dexterity modifiers are applied. 


TABLE 3: EXPERIENCE POINT CHARTS 


3b. 

M age 


Level 

Thief/ Bard 

Hit Dice (1-6)* 

1 

0 

1 

2 

1,250 

2 

3 

2,500 

3 

4 

5,000 

4 

5 

10,000 

5 

6 

20,000 

6 

7 

40,000 

7 

8 

70,000 

8 

9 

110,000 

9 

10 

160,000 

10 

11 

220,000 

10+2 

12 

440,000 

10+4 

13 

660,000 

10+6 

14 

880,000 

10+8 

15 

1,100,000 

10+10 

16 

1,320,000 

10+12 

17 

1,540,000 

10+14 

18 

1,760,000 

10+16 


* For every level after the 1 0th, Rogues gain only 2 hit points per 
level. Bonuses to hit points for a high Constitution no longer apply. 


3a. 

Warriors 


Level 

Fighter 

Paladin/ 

Ranger 

Hit Dice 
(1-10)* 

1 

0 

0 

1 

2 

2,000 

2,250 

2 

3 

4,000 

4,500 

3 

4 

8,000 

9,000 

4 

5 

16,000 

18,000 

5 

6 

32,000 

36,000 

6 

7 

64,000 

75,000 

7 

8 

125,000 

150,000 

8 

9 

250,000 

300,000 

9 

10 

500,000 

600,000 

9+3 

11 

750,000 

900,000 

9+6 

12 

1,000,000 

1,200,000 

9+9 

13 

1,250,000 

1,500,000 

9+12 

14 

1,500,000 

1,800,000 

9+13 

15 

1,750,000 


9+14 

* For every level after the 9th, Fighters, Rangers and Paladins 

gain only 3 hit points per level. Bonuses to hit points for a 
high Constitution no longer apply. 
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3c. 

P riests 


Level 

Cleric 

Druid 

Hit Dice 
(1-8)* 

1 

0 

0 

1 

2 

■EH 

2,000 

2 

3 

3,000 

4,000 

3 

4 


7,500 

4 

5 

13,000 

12,500 

5 

6 

27,500 

20,000 

6 

7 

55,000 

35,000 

7 

8 

HHn 


8 

9 

225,000 

i»i 

9 

10 

450,000 

125,000 

9+2 

11 

675,000 

BiH 

9+4 

12 

KHM 

9+6 

13 

1 , 125,000 

750,000 

9+8 

14 

1 , 350,000 

1 , 500,000 

9+10 

15 

1 , 575,000 


9+12 

16 

■liMTiTil 


9+14 

* For every level after the 9th, Priests and Druids gain only 2 
hit points per level. Bonuses to hit points for a high 
Constitution no longer apply. 


TABLE 4: COLORS OF MAGIC 


Specialist 

School 

Spell Effect Coloration 

Opposition School* 

Abjurer 

Abjuration 

Orange 

Alteration 

Transmuter 

Alteration 

Dark Green 

Abjuration, Necromancy 

Conjurer 

Conjuration/Summoning 

Whitish-Green 

Divination 

Diviner 

Divination 

Blue 

Conjuration/ 

Summoning 

Enchanter 

Enchantment/Charm 

Light Green 

Invocation 

Illusionist 

Illusion 

Purple 

Necromancy 

Invoker 

Invocation 

Pink 

Enchantment/Charm, 

Conjuration/Summoning 

Necromancer 

Necromancy 

Yellow 

Illusion 


The opposition schools ore the schools of magic that the specialist cannot comprehend or cast spells from. 
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TABLE 5: SPELL PROGRESSION 



* This entry represents what "level" the Paladin is considered for the purposes of the spell. 


5b: Rangers 


Level Casting 1 2 3 4 5 6 7 

Level* 



* This entry represents what "level" the Ranger is considered for the purposes of the spell. 


1 ^ 
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TABLE 6: MELEE WEAPONS 


Weapon 

1 or 2 handed 

Type ^ 

Speed Factor ’ 

Damage 

Usable By ^ 

Arrow 


P 


1-6 


Bolt 


P 


1-10 


Battle Axe 

1 

s 

7 

1-8 

F,R,P,B 

Dagger/Throwing Dagger 

1 

P 

2 

1-4 

F,R,P,T,B,M,D 

Club 

1 

b 

4 

1-6 

F,R,P,T,B,C,D 

Flail 

1 

b 

7 

1-6+1 

F,R,P,B,C 

Mace 

1 

b 

7 

1-6+1 

F,R,P,B,C 

Throwing Axe 

1 

s 

4 

1-6 

F,R,P,B 

Morning Star 

1 

b 

7 

2-8 

F,R,P,B,C 

Dart 

1 

p 

2 

1-3 

F.R,P,M,T,B,D 

Halberd 

2 

vh 

9 

1-10 

F,R,P,B 

Quarterstaff 

2 

b 

4 

1-6 

F,R,P,T,B,C,D 

Scimitar 

1 

S 

5 

1-8 

F,R,P,D,T,B 

Sling Stone 

1 

b 


1-4+1 


Bastard Sword 

1 

s 

8 

2-8 

F,R,P,B 

Long Sword 

1 

s 

5 

1-8 

F,R,P,T,B 

Short Sword 

1 

p 

3 

1-6 

F,R,P,T,B 

War Hammer 

1 

b 

4 

1-4+1 

F,R,P,B 

Spear 

2 

p 

6 

1-6 

F,R,P,B,D 

Two-Handed Sword 


2 

s 

10 

1-10F,R,P,B 

1 s = Slashing p = Piercing b = bludgeoning 

2 Fighter, Ranger, Paladin, Cleric, Druid, Thief, Bard, Mage 

3 See Table 7 for information on "ranged" or "missile" weapons 


TABLE 7: RANGED WEAPONS 


Weapon 

lor 2 
handed 

ROF^ 

Speed Factor 

Bonus to Hit 

Bonus to 
Damage 

Usable By 

Composite Long Bow 

2 

2 

7 

+1 

+2 

F,R,P 

Long Bow 

2 

2 

8 

+1 


F,R,P,B 

Short Bow 

2 

2 

6 



F,R,P,T,B 

Dagger/Tbrowing Dagger 

1 

2 

2 



F,R,P,M,B,T 

Throwing Axe 

1 

1 

4 



F,R,P 

Sling 

1 

1 

6 



F.R.P,T,B,C,D,W 

Darts 

1 

3 

2 



F,R,P,T,B,M,D 

Heavy Crossbow 

2 

1 

10 


+2 

F,R,P,B 

Light Crossbow 

2 

1 

7 



F,R,P,B 

1 ROF is Rote of Fire. This is the number of times per combat round that the weapon con be used. 

2 Fighter, Ranger, Paladin, Cleric, Druid, Thief, Bard, Mage 
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TABLE 8: ARMOR 


8a: Armor Types 

Armor 

Armor Class 

Usable By 

Buckler 

(-1 modifier)* 

F,R,P,T,B,C,D 

Small Shield 

(-1 modifier)* 

F,R,P,C 

Medium Shield 

(-1 modifier)* 

F,R,P,C 

Large Shield 

(-1 modifier)* 

F,R,P,C 

Leather 

8 

F,R,P,T,B,C,D 

Studded Leather 

7 

F,R,P,T,B,C,D 

Chain mail 

5 

F,R,P,B,C 

Splint mail 

4 

F,R,P,C 

Plate Mail 

3 

F,R,P,C 

Full Plate Armor 

1 

F,R,P,C 


* Some skields are keavier tkan otkers and tkey offer increasin gly 
ketter protection. Here are tke effects of skields in tke game: 

Buckler: gives a -1 to Armor Class kut does not protect against 
missile or piercing weapons. 

Small Shield: gives -1 to Armor Class, kut it does not protect 
against missile weapons. 

Medium Shield: gives -1 to Armor Class. 

Large Shield: gives -1 to Armor Class and -2 against missile weapons. 


8a: Armor vs. Weapon Types 


Armor 

Slashing 

Piercing 

Bludgeoning 

Leather Armor 

0 

+2 

0 

Studded Leather 

-2 

-1 

0 

Chain mail 

■2 

0 

+2 

Splint Mail 

0 

-1 

-2 

Plate Mail 

-3 

0 

0 

Full Plate 

■4 

-3 

0 
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LIMITED WARRANTY 

INTERPLAY LIMITED 90-DAY WARRANTY 

Interplay warrants to tke original purckaser of tkis Interplay Entertainment 
Corp. product tkat tke compact disc or floppy disk(s) on wkick tke software 
programs are recorded will ke free from defects in material and 
workmanskip for 90 days from tke date of purckase. if tke compact disc or 
floppy disk(s) is found defective witkin 90 days of original purckase, 
Interplay agrees to replace, free of ckarge, any product discovered to ke 
defective witkin suck period upon receipt at its factory service center of tke 
product, postage paid, witk proof of tke date of purckase. Tkis warranty is 
limited to tke compact disc or floppy disk(s) containing tke software 
program originally provided ky Interplay and is not applicakle to normal 
wear and tear. Tkis skall ke void if tke defect kas arisen tkrougk akuse, 
mistreatment, or neglect. Any implied warranties applicakle to tkis product, 
including warranties of merckantakility and fitness for a particular purpose 
are disclaimed. Interplay disclaims all responsikility for incidental or 
consequential damages. 

Some states do not allow limitations as to kow long an implied warranty 
lasts and/or exclusions or limitations of incidental or consequential 
damages so tke akove limitations and/or exclusions or liakility may not 
apply to you. Tkis warranty gives you specific rigkts, and you may also kave 
otker rigkts wkick vary from state to state. 

Lifetime Warranty 

if tke compact disc or floppy disk(s) skould fail after tke original 90-day 
warranty period kas expired, you may return tke software program to 
Interplay at tke address noted kelow witk a ckeck or money order for $5.00 
(U.S. currency), wkick includes postage and kandling, and Interplay will 
mail a replacement to you. To receive a replacement, you need to enclose 
tke original defective compact disc or floppy disk(s) in protective packaging 
accompanied ky: (1) a $5.00 ckeck or money order, (2) a krief statement 
descriking tke defect, and (3) your return address, if you kave a proklem 
witk your software, you may wisk to call us first at (949) 553-6678. If 
your compact disc is defective and a replacement is necessary, U.P.S. or 
registered mail is recommended for returns. Please send tke defective disc(s) 
only (not tke kox) witk a description of tke proklem and $5.00 to: 

Warranty Replacements 

Interplay Entertainment Corp. 

16815 Von Karman Avenue • Irvine, California 92606 

Copying Prohibited 

Tkis software product and tke manual are copyri gkted and all rigkts are 
reserved ky Interplay Productions and are protected ky tke copyrigkt laws 
tkat pertain to computer software. You may not copy tke software. You 
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may not loan, sell, rent, lease, give, suL license, or otkerwise transfer tke 
software (or any copy). You may not modify, adapt, translate, create 
derivative works, decompile, disassemkle, or otkerwise reverse engineer or 
derive source code from, all or any portion of tke software or anytking 
incorporated tkerein or permit or encourage any tkird party to do so. 

NOTICE: Interplay reserves tke rigkt to make modifications or 
improvements to tke product descriked in tkis manual at any time and 
witkout notice. 


HINT LINE 

j ~ Stumped?!?! Frustrated?? Stuck?? Or do you just want to 
know tke latest codes and tricks J:or tkis and many otker 
Interplay titles?? Well, look no furtker kecause tke solution J:or 
all tkese proklems is just a pkone call away. Pick up tke pkone 
and call tke Interplay Hintline at 

1.900.370.PLAY<7529> 

(or 1 . 900 . 370.6869 for all our Canadian friends). 

You can call tkis line 24 kours a day, 7 days a week. And kest of all, it 
only costs 956 a minute (again, for our Canadian friends tkis ckarge will 
ke in Canadian dollars), witk all long distance ckarges included in tkat 

price you can’t keat tkat for a great deal. Rememker, you must ke over 

18 or kave your parent’s permission to call tke kintline. You must kave a 
touck-tone pkone. Tkis service is only availakle in tke U.S. and Canada. 
Ckarges and information are sukject to ckange witkout notice. 
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Welcome to tke Interplay 
Wek! As a company 
dedicated to providing 
innovative, kigli- quality 
interactive entertainment 
software, we are always 
striving to stay as close as 
possikle to tke leading edge of 
tecknology. Tkis Wek site is 
tke latest example of our 
ongoing effort to provide a 
wea Itk of information and 
opportunities to you. 

As a company of fanatic 
gamers, we love tke idea of 
gamers all over tke world 
tapping into cykerspace to 
see, touck and feel our latest 
games. No kype, no marketing campaign; just great games. To make it 
work, our goal is to keep tkis site fresk and new, to make it a place wkere 
you can tell US wkat you like akout our games... and wkat you don't like 
akout tkem. So use tke feedkack options on tkese pages and sound off. 

Enjoy your visit in our Wek site, explore all tke different areas we kave to 
offer, and come kack soon. Ckeck us out in tke weeks and montks akead; 
we will ke introducing new and exciting areas for you to experience. 

Once again, welcome. 



Brian Far^o 

C.E.O. 

H ow to G et There 

From your Internet account, point your favorite browser to: 

WWW,INTERPLAY,COM 

Interplay’s World Wide WeL site is an Internet service designed to give you tke 
latest information aLout Interplay and our products. 

Tkis site features our demos, upgrades, product information and ordering 
information. 

Tkis weLsite is not intended for tecknical support, Lut to offer new mackines and 
tke latest product information. For tecknical support, please contact Interplay as 
described in tke Tecknical Support section. 
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INTERPLAY WEB STORE 



Looking for a quick, easy way to get your favorite Interplay games? Well 
look no furtker you can now order directly from Interplay. Just turn 


on your computer and go to www.interplay-store.com. 

Tkis is your one-stop skop for everytking Interplay. Buy tke kottest new 
releases or mayke get a copy of tkat kard-to-find game tkat youVe keen 


Itra-cool merckandi 


cool mercnandise; or make a 


ke a kid ( 


looking for. Purckase some u 
unique collectikle in tke Online Auction. All tkis, seasonal specials and 

muck more. So don't delay go to www.interplay-store.com and get 

skopping ! ! 
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